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This research explored the idea that a creative project undertaken in a group 
setting could help youth to cultivate the traits that contribute to increased resilience 
elsewhere in life.  This thesis was revised based on findings derived from praxis, 
reflective practice and grounded theory research. 
 
Create & Grow Strong, a six-week workshop program and showcase celebration, was 
developed with art and play therapy in mind, but without the goal of direct 
psychotherapeutic intervention.  There was strong evidence that this was successful 
in fostering feelings of pride, confidence and hopefulness and in creating an 
environment of trust that allowed for group discussion about issues prevalent in the 
local community. The study was based in Toronto’s Regent Park - an area associated 
with crime and poverty that was undergoing a government-initiated revitalization.  
 
This thesis considers the inspiration for the research, the existing work both by 
theorists and practitioners working in the fields of social work, education, psychology 
and interaction design. Also the author’s own design process, both technologically 
and, as the author built the workshops, the results and the insights gained from a 
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Resilience is being recognized more often as an important trait as the world continues 
to face a future that is rapidly changing and uncertain. Youth and children will be the 
creators of that world and those who most need the ability to adapt quickly and 
creatively to the changes that it brings. This adaptation will call on each individual’s 
resilience if they are to thrive.  
 
As such, this work defines resilience to be a combination of a person’s ability to meet 
challenges and adversity with confidence, self-knowledge and hope and their means 
of recovering from setbacks or trauma to continue forward to pursue their goals in a 
healthy and meaningful way. In this context resilience is based on the resources they 
have access to and their means of taking advantage of them.  This definition is the 
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amalgamation of the concepts of resilience outlined by theorists including Michael 
Ungar, Andrew Halata and Alex Zautra. 
 
With this in mind this thesis set out to explore the hypothesis that:  
By undertaking a creative project, in a group setting, youth begin to cultivate 
the traits that contribute to increased resilience elsewhere in life. 
 
It was investigated using a variety of research methods including praxis, reflective 
practice and grounded theory in a workshop setting with three youth living in the low-
income Regent Park neighbourhood of downtown Toronto. These methods were 
integrated with Donald Winnicott’s theories of play and others in the realm of art 
therapy, social work and resiliency.  
 
The workshop curriculum was delivered over six weekly, two-hour sessions that 
encouraged youth to consider their feelings as connected to the physical locations, 
characters and landmarks in their daily lives and to express them as an art work. First, 
through the creation of a physical prototype that includes a landscape or environment 
based on the contextual theme, a character that will move through the world and 
three fantasy elements that will appear in response to the movement of the character 
as a cursor. These different physical components are then photographed and merged 
into a single responsive digital artwork that is coded (within a template) by youth 
using Processing, a programming language and development environment. The final 
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work is projected on a wall at the culminating showcase, inviting interaction and 
explanation from the artists, guests and visitors to the celebration. 
 
This thesis suggests, over the next 8 chapters, the related subsections and 
appendices that the pilot project proves the workshop contributed to the increased 
confidence, hopefulness and self-knowledge of participating youth in the context of 
their lives in Regent Park. As such it merits further development and expansion to 
meet the needs of other youth in the neighbourhood and those elsewhere in Toronto 
who are facing challenges related to poverty, violence, crime and change 
management in their families and communities. 
 




Motivation for Undertaking this Research 
In 2010, I moved to Bolivia to work as a volunteer at the Ciudadela orphanage, 
outside of the city of Cochabamba. Most of the children were in the care of the state 
because their families were too poor to care for them. They had school for half of the 
day and for the second half hung around the facility, which was large, but rundown 
with poor sanitation and very few resources. The staff were caring and worked very 
hard but were exhausted from long hours and dealing with the daily concerns related 
to housing 85 children from infancy to 14 years of age. 
While there I decided to start an art program for the kids. I raised money and bought 
supplies, fixing up a disused space to host the program. The kids loved the work and it 
was clear that the mornings they spent drawing, sewing, colouring and painting 
improved their experience of life at the orphanage. 
 
I don’t know if that program has continued on at Ciudadela but I do know that it has 
lived within me since that time and has inspired me to further explore the ability of 
creativity and self expression to help improve confidence, quality of life and resilience 
in children, youth and adults. 
 
Last year, when learning about coding and physical computing at OCAD I worked on a 
project called Projector Puppetry. At the time I developed it using fiducial markers 
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Figure 2: Image from Projector Puppetry project by Laura Stavro-Beauchamp. 
The work sparked an idea – what if one could put oneself into the scene? Then flying 
or running or playing would be possible (if only vicariously) when movement or 




I thought of kids in hospital who weren’t allowed out of bed, unable to play with one 
another, unable to move around. This technology could allow for them to play 
together in single environment of their own creation.  
 
With some further extension, it could also allow for doctors to explain surgeries and 
other medical concepts to patients visually or help therapists to have deeper 
conversations with children and youth as they confront traumas or challenges in their 
lives. 
 
This line of thought led me to consider possibilities for other kids, those not in 
hospital but who may have other limitations or be facing other challenges.  
 
When I left my career as a financial journalist and television producer to come to 
OCAD I did so because I felt lost, unhappy and unfulfilled. I examined my life and 
came to the realization that these feelings were a result of stifled expression and 
hampered creativity. I worked in a job where I constantly made creative, productive 
suggestions for new shows, web improvements, sponsorship ideas and products and 
they were never allowed to come to fruition. My creativity, my satisfaction and my 
expression were being impeded by a lack of budget, aversion to risk and a lack of 




I finally left the company as a result of reading up extensively on creativity and in the 
following months I built a business plan for The Creativity Campus, a series of 
creativity oriented workshops to serve Toronto families. I began following artistic 
pursuits and conducting experiments and then I was offered a place in the Digital 
Futures program at OCAD U. 
So, as I struggled with whether to move forward with the business or to go back to 
school I realized there was no conflict at all. I immersed myself in a creative 
environment, conducted experiments, learned new skills, took risks, worked with 
exciting new colleagues and researched creativity, immersive environments, 
resilience and education at every possible opportunity.  
 
The result is this thesis. A product of all of my curiosity, creative inspiration, business 
drive and desire to help others, particularly children and youth, to connect to their 
creativity in ways that will improve their lives now and in the future. 
The Theory 
Before we dive into the research we must consider why both creativity and resilience 
are important, what relationship they have to one another and why they strengthen 
each another when they are developed in tandem.  When considered together, theory 
from the fields of social work, behavioral and developmental psychology and play 
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theory make a strong case for the value of creative activity  when working to cultivate 
traits of resiliency in youth. 
 
Defining Resilience   
Over the past few years the concept of resilience has been gaining popularity in a 
number of fields, following hurricane Sandy New Jersey rebranded itself a “State of 
Resilience”. The Harvard Business Review has published a number of pieces 
dedicated to corporate resilience, what it is, why it matters and how it can be 
encouraged and, used in its original, ecological context, the resilience of our planet in 
the face of climate change is now being called into question. 
 
But resilience is more than a buzzword and more than an ecological concept, in fact, 
studies of the human manifestation of resilience are growing in number as we begin 
to face the challenges presented by our ever changing world and researchers ask: 
How are climate change, inequality and technology affecting us psychologically? Can 
we strengthen our mental and emotional resilience so as to be able to better address 
the non-physical aspects of the new challenges we face?  
 
Emotional or psychological resilience, defined by the American Psychological 
Association as the ability to “bounce back” after meeting adversity, is now being 
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recognized as an essential human trait.  But this is not the only, or the best, definition 
for my purposes.  
 
Alex Zautra, John Hall, Kate Murray and the Resilience Solutions Group out of 
Arizona University recently defined resilience as an integrative construct that 
provides an approach to understanding how people and their communities achieve 
and sustain health and well being in the face of adversity. (Zautra et al., 2008.)  
 
This perspective is consistent with that of Michael Ungar, a leading resiliency 
researcher from Dalhousie University, who helped to develop the Children and Youth 
Resiliency Measure (CYRM) (Liebenberg & Ungar, 2012.) that is currently being used 
by the World Bank as part of its Education Resilience Approaches initiative. Ungar 
also defines individual resilience in relation to the community, noting that it is best 
understood as: 
“… both an individual’s capacity to navigate health resources and 
a condition of the individual’s family, community and culture to 
provide these resources in culturally meaningful ways.” 
(Ungar, 2006.) 
 
 Zautra builds on these further, noting that the APA “bouncing back” from adversity 
point of view is now considered to be the “recovery” definition while the 
“sustainability” definition is concerned with a persons ability to move forward and 
sustain positive engagement work, play and social life despite having confronted 




Taking these into account, in the context of this study, I define resilience to be:  
a combination of a person’s ability to meet challenges and adversity  
with confidence, self-knowledge and hope and also their means of  
recovering from setbacks or trauma to continue forward to pursue their  
goals in a healthy and meaningful way, based on the resources they  




Creativity, Positivity, Relaxation and Resilience 
“Only in playing is the individual child, adolescent or adult able  
to be creative and use the whole personality, and it is  
only in being creative that the individual discovers the self.” 
(Winnicott, 1971.) 
 
My definition of resilience informed the development and evolution of the workshop 
series. The Create & Grow Strong program that I created aims to encourage youth 
facing adversity to explore their creativity while considering the world they live in and 
its influence on their daily lives. In its original form the series consists of six weekly 
two-hour sessions that encourage youth to consider the physical locations, 
characters and landmarks in their daily lives and to express them as an art work. First, 
through the creation of a physical prototype that includes a landscape or environment 
based on the contextual theme, a character that will move through the world and 
three fantasy elements. These different physical components are then photographed 
and merged into a single responsive digital artwork that is coded (within a template) 
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by youth and projected on a wall at the final showcase to be interacted with by guests 
and visitors to the celebration. 
 
I sought to create an environment that provided respite from adversity and a place of 
relaxation where creativity could be accessed as a means to connect with the self and 
to engage in play toward growth and healing. This prioritization of relaxation is 
consistent with Donald Winnicott’s theory of play, outlined in his 1971 work, Playing 
and Reality, in which he posits: 
“Play [that is universal] facilitates growth and therefore health; playing  
leads to group relationships and can be a form of communication…” 
(Winnicott, 1971.) 
 
Winnicott’s play theory notes that in order to reach an expression of I AM, I am alive 
or I am myself (Winnicott, 1962.), a position where “ everything is creative” three 
specific conditions must be met: a) relaxation in conditions of trust based on 
experience b) creative, physical and mental activity manifested in play and c) the 
summation of these experiences forming the basis for a sense of self. 
 
This attainment of a sense of self is just one hallmark of resilience (Ungar, et al. 2005, 
Jindal Snape et al., 2013.; Prescott et al., 2008.; Macpherson, Hart & Heaver, 2013.) . I 
made use of Winnicott’s conditions as a workshop facilitator to create an 
environment somewhat consistent with that which would encourage participants to 
be creative from a relaxed place. This relaxed place would allow them to connect with 
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a sense of self in an effort to help foster a sense of pride, confidence and hopefulness 
as they worked within the group to confront creative and coding challenges and 
understand the context of their changing neighbourhood. 
 
This approach is also consistent with positivist psychology. Zautra emphasizes the 
importance of focusing on the assets of individuals when considering resilience. 
(Zautra et al., 2008.)  He and his colleagues point out that resilience is not a rare trait, 
rather it is a common one that is manifest in varying degrees in every person based on 
individual flexibility, inner strength and environmental and social factors.  
 
Zautra and his colleagues at the Resilience Solutions Group go on to note that the 
recovery definition is inherently reactive and focused on healing after an injurious 
event, conversely, the sustainability definition considers the ability of a person to 
move forward based on the assumption that perseverance toward engagement and 
purpose is the natural inclination of human life and so moving forward is a return to 
homeostasis. (Zautra et al., 2008.) 
 
By considering resilience through a positive (sustainability) rather than a risk based 
(recovery) framework, Zautra posits, those designing resilience based interventions 
will be able to achieve a greater understanding of community and individual capital 
resulting in a fuller development of existing personal and community resources. 
(Zautra et al, 2008). He points to a shift away from exclusively therapeutic methods 
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toward alternatives like coaching, workshops and mindfulness as potential 
interventions within a resilience framework.  
 
Prescott, Sekunder, Baily and Hoshino’s also follow a positivist, workshop approach in 
their work to encourage resiliency in homeless youth in Seattle. As social workers and 
art therapists, the research team wanted to approach the problem of homelessness 
from a positive, strength based perspective rather than the established damage, 
pathology-focused model that prevails in the United States. 
 
Creative Exploration & Expression as a means of Fostering Resilience 
Creativity is widely recognized to encourage self realization, promote independent 
thinking, and enhance self esteem – all important aspects of resilience (Jindal Snape 
et al., 2013.; Prescott et al., 2008.; Macpherson, Hart & Heaver, 2013.). Creativity is 
also seen as an outcome of resilience (Di Caroli & Sagone, 2014.) and it is my belief 
that engagement in creative work, an exploration of various media, tools and projects 
and the celebration of that work, also play an important role in fostering resilience in 
those who may be facing adversity. Further, it is my belief that technology affords us a 
new and unique opportunity to engage with youth. 
 
This position is supported by the work of Prescott, et al. who developed a workshop 
for homeless youth based on the same supposition. They created an intervention that 
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saw over 600 teens participate visit a drop-in art centre over two years. The team 
gathered quantitative data from over 200 participants who visited the centre at least 
4 times and found that “ individuals who attended the art centre more regularly had a 
significantly higher number of life achievements.” (Prescott, Sekunder, Bailey, 
Hoshino, 2008.) Achievements were hallmarks of resiliency and included returning to 
school, finding housing, finding a job and quitting their addictions. 
Within these definitions live a variety of approaches in the consideration of resilience; 
these include attachment, challenge, risk protective and compensatory, among 
others. I believe a clear understanding of the nature of resilience has been important 
in developing the workshops so that they encourage trust while also facilitating 
growth and positive development. 
 
Each approach takes a different perspective on the development of the qualities of 
resilience. The Create & Grow Strong workshops are borne out of an alignment with 
the compensatory and challenge resiliency perspectives outlined by Zautra and his 
team (Zautra, et al, 2008.). The former states that risk and protective factors have 
additive effects, that, for example, a negative event could cause depression but a 
strong social network or positive views could mitigate the longer term impacts of that 
event.  The challenge theory suggests that a moderate amount of risk is necessary to 




The workshops do not attempt to create conditions of risk but rather, they seek to 
establish a relaxed trust environment that see youth losing themselves in the creative 
experience as an escape from risk. This allows them to discuss or come to terms with 
conditions in their lives that may be affecting their general wellbeing, confidence, 
hopefulness etc. The goal is to provide a space for exploration and creative growth 
that nurtures Winnicott’s ‘potential place’ - one that is neither internal (inner world) 
nor strictly external (reality based) but encourages play, in it’s universal form, which 
facilitates growth and health, leads to group relationships and may serve as a form of 
communication (Winnicott, 1971.). 
 
Across all of the cited literature there is a recognition that in order to create 
programs that effectively nurture resiliency there must be a strength-based, 
integrated or holistic approach both to modeling the health of individuals and also to 
the generation of research and interventions that serve to benefit people and their 
communities. (Zautra et al, 2008, Halata, 2011, Prescott, Sekunder, Bailey, Hoshino, 
2008., Coholic et al., 2012) 
 
Andrew Halata suggests there is the need for increased focus on the qualitative 
outcomes and the impact on patients as illustrated by their individual narratives 
(Halata, 2011.).  In his 2011 work, Resilience and Healing Amidst Depressive Experiences: 
An Emerging Four-Factor Model from Emic/Etic Perspectives, Halata suggests that the 
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emic, or qualitative research model, is significantly underrepresented in the field of 
resiliency research.  
 
He notes that this has led to an approach that is too limited, that the failure to 
consider resiliency as a lived phenomenon is one that leaves important complexity 
and intricacies unexplored in past research (Halata, 2011.). Halata goes on to cite 
Dunn, Uswatte and Elliott’s 2009 study, which found that: “emphasis on a person-
centered or qualitative approach is crucial for future studies”.  
In this vein Prescott also collected qualitative data from three youth participants in 
the art centre program. The results revealed common themes of exploration and 
growth, the role of art, making connections and experiential knowledge and resulted 
in the recreation of Wolin and Wolin’s mandala of resiliency (Wolin and Wolin, 1993.) 
















Figure 3: Wolin & Wolin's Mandala of Resiliency (1993) 
 
This new  “Creativity at Every Turn” mandala clearly illustrates the importance of 
creativity to the development of resilience within an art therapy context. Prescott 
notes that the mandala is fluid with the self at the centre, as with Wolin & Wolin’s 
original wheel but that the researchers created additional rings to suggest the 
interaction of Wolin & Wolin’s aspects with a variety of importance resiliency 
resources and skill sets.  
 
Prescott further suggests that “creativity permeates all themes on the mandala 
because creativity provides a holding environment for resiliency; it encourages 
resiliency in it’s own right as well as facilitating other resiliency strengths.” (Prescott 















Figure 4: Prescott et al.'s "Creativity at Every Turn" Mandala 
This meshes well with Winnicott’s suggestion that play and creativity are valuable 
means of self-discovery (Winnicott, 1971.) and supports his theory that trust-based 
relaxation in a creative environment is key to creating a “potential place” where this 
type of expression and exploration from a sense of self can thrive. 
The Research  
In developing the Create & Grow Strong Workshops it was my aim to craft an 
environment conducive to resilience building experiences, adapting them 
appropriately based on participant feedback and researching them using praxis, 
PRESCOTT / SEKENDUR / BAILEY / HOSHINO
that addressed four main themes that emerged from the
qualitative analysis: “Personal Exploration and Growth,”
“The Rol  of Art,” “Making Connections,” and
“Experiential Knowledge.” Each main theme had subcate-
gories th t corresponded in many ways with Wolin and
Wolin’s (1993) seven aspects of resiliency. However, they
overlapped in many different areas as well and distinctions
were not always clear. For this reason, there are no divisions
between the seven themes in our model. Despite the fact
that the mandala is very fluid, the “Self” remains at the cen-
ter. We believe that each theme interacts with many other
themes, as if each ring of the mandala could rotate inde-
pendently of the others. Additionally, we felt that creativity
permeates all themes on the mandala because creativity pro-
vides a holding environment for resiliency; it encourages
resiliency in its own right as well as facilitating other
resiliency strengths. For this reason, “Creativity” is the
outer, all-encompassing ring on the mandala.  
The Role of Art
During the three interviews, participants described the
importance of art; one even felt that people without art
were “oppressed.” There were four sub-themes that
emerged with respect to art: (a) art as a friend, and having
an attribute of availability; for example, one participant
noted that “people can’t always help” but art is always there
for you; (b) art as a savior, often rescuing its maker from a
life of drugs, self-cutting, and suicidal ideation; (c) art as a
shaper of identity, which performed a crucial role for the
participants, all of whom identified themselves as creative
individuals interested in careers as artists; and (d) art as a
safe place to escape and to express strong and sometimes
difficult emotions. One participant stated, “It helps me
cope in a way, instead of doing dope or cutting, and it lets
me get away from the drama and the bull--.” Because art
played a role akin to a friend or savior, shaped their identi-
ties, and provided a safe haven, art was an essential compo-
nent in their lives.
Personal Exploration and Growth
The participants were very insightful about what they
had learned from being homeless. Sub-themes in this cate-
gory were: (a) the art of reflecting on their lives and experi-
ences—for example, one stated, “With painting, you can
also reflect… I use it to reflect on myself or my problems”;
(b) searching for direction, such as one participant’s experi-
ence of preferring the road less traveled because he had wit-
nessed so many people making poor decisions; (c) having
future goals and dreams, including applying for jobs or
housing, going back to school, or abstaining from drug use;
and (d) maintaining self-esteem through a number of things
that they were proud of, such as one person who said she
“never gave up” on herself, and another who was proud of
the hard work he had put into his art show.  
Building Connections
An important component to survival on the streets is
a support network. Specific elements that emerged from
the data were: (a) making friends, which for street youth
means the crucial survival skill of selecting people who can
stand by you in times of need and maintaining relation-
ships with them; (b) belonging to a community that may
provide support and safety, although one participant who
was part of a “street family” felt she had become jaded with
its lifestyle and wanted to move on; and (c) finding mentors,
who may foster growth and provide guidance, friendship,
and support. A relationship with a mentor, which many
participants found through the art center, may be crucial
for accomplishing life achievements. 
Experiential Knowledge
The experience of being homeless can provide an edu-
cation unlike any other. Sub-themes in this category were:
(a) not taking things for granted, a seemingly universal expe-
rience of the participants, given that their housing, safety,
or sustenance could be gone at a moment’s notice; (b) sur-
vival skills such as attaining food, shelter, and support, that
usually necessitate making difficult choices such as living
on the streets rather than “dying” in a harmful home envi-
ronment; and (c) being tough to ensure survival, including
using common coping strategies such as coarse language or
actions. Many of the participants came to know more
about themselves while living on the streets. Often they
altered their values as they learned new survival skills. In
some instances, being homeless had solidified their desires
to get their lives back in order.
Discussion
This study’s mix of quantitative and qualitative meth-
ods allowed for an intimate view of the participants’ experi-
ences as well as providing a larger statistical context for the
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reflective practice and grounded theory to assess the qualitative outcomes of the 
series. 
 
By structuring the workshops around a weekly theme and curriculum (see Appendix 
2) I was able to focus on task oriented goals related to the final showcase while 
remaining flexible enough to adapt to the needs and feedback of participants. This 
adaptability was particularly important to the effective use of praxis, reflective 
practice and grounded theory. 
 
Praxis: Translating Theory into Practice 
The word praxis was first used by Aristotle in contrast to poiesis (goal oriented action) 
and theoria (the production of truth), The philosopher used it to describe an action 
that is an end in itself with the goal being a morally worthwhile good (Teirney and 
Salee, 2008.). 
 
To me, praxis is more than just practicing informed by theoretical considerations, it is 
the marriage of the two in order to create an informed and specific process that in my 
research has the intention of involving a marginalized community. This is consistent 
with the later definition of praxis as outlined by Friere who describes praxis as 




A key aspect of my praxis-based research approach is a collaboration with community 
through dialogue, reflexivity based on critical thinking and participation. There is 
recognition in the field that the researcher and participants learn from one another in 
a reciprocal way and achieve growth through both data collection and reflection. For 
that reason trust is an important factor in the success of a project (Tierney and Salee, 
2008). 
 
This approach resonates deeply with my own beliefs and is reflected in the delivery of 
the Create & Grow Strong Workshops. In an attempt to affect change and to help 
improve the quality of life of youth in a community, I drew from my own life 
experiences and focused on creativity as a means to fostering resilience. 
 
It has been my experience that engaging with the creative process in a meaningful 
way impacts all areas of life and identity (allowing for the understanding of one’s inner 
world and also the expression of it externally) and individual reactions to external 
events, in a deep and unique manner. This expression can be empowering, hopeful 
and cathartic to say the least and life changing when it’s felt most profoundly. By 
giving participants a chance to voice their opinions and influence the structure of the 
workshops it adds another layer of engagement and another layer of creativity, 





This type of experience-based, qualitative feedback is also well suited to assessing 
resilience within Ungar’s proposed frameworks. In his 2006 work, Nurturing Hidden 
Resilience in At-Risk Youth in Different Cultures, Ungar advocates a grounded theory 
approach to analysis and outlines 7 tensions that should be resolved if one wants to 
provide an experience of positive growth for youth participating in a resilience 
initiative. 
 
Table 1: Ungar's 7 Tensions Nuturing Hidden Resilience in At-Risk Youth in Different Cultures. (2006) 
 
He further stresses that the consideration of different contextual specificities is key 
to creating meaningful programs, summing it up as follows: 
“The constellation of factors that interact in the lives of  
resilient children have been shown to be complex in  
their association. There must necessarily be appreciation  
and drug-related offences. Those charges had
placed him in custody for the second time. As I
got to know Paul, it was difficult not to feel
hopeless about changing him or his situation.
He lived on reserve. He had insecure attach-
ments to his parents, who themselves strug-
gled with addiction problems. His violence was
a way of coping with life beyond his front door,
and behind that door as well. He performed
poorly at school, if he went at all. Despite these
many deficits, Paul had an evoking personality
and when not on drugs or drinking proved to be
a very reasonable young man.
Youth such as Paul are common in my prac-
tice. What was less common was the creative
solution he found to cope. He became a part of
the Warrior Soci ty operating on his reserve.
This paramilitary organization advocates armed
struggle when necessary to defend national
interests of aboriginal peoples. While on leave
back to his community, Paul became linked to
older men who were Warriors through his uncle.
At the same time, members of the Warriors
Society were active defending Aboriginal fishing
rights on the Atlantic coast. During one of his
temporary releases, Paul’s went to work fishing
with his uncle, an activity which at the time was
illegal according to the courts. When I later met
with Paul back in custody, he told stories of
being on his uncle’s fishing boat while
Department of Fisheries and Oceans enforce-
ment officers fired live ammunition across the
bow of their boat to get them to put back in
to harbour.
While I was not advocating Paul break the
law nor engage in armed struggle, his solution
did lead him out of trouble. He stopped doing
drugs, became a more active member of his
band, and as far as I know, never again ended
up in jail (at least not in the juvenile system).
Implications for Practice
There are several specific implications, then, of
this ork:
Don’t believe everything you read: Findings
suggest that different communities will have
very individual definitions of what makes chil-
dren resilient. While the bulk of the resilience
literature has been generated in western con-
texts, we cannot assume homogeneity across
global populations. There is a need to ask
more, and tell less when it comes to under-
standing the contextual specificity of positive
development under stress.
NURTURING HIDDEN RESILIENCE IN AT-RISK YOUTH IN DIFFERENT CULTURES
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1. Access to material resources
2. Relationships
3. Identity




• Availability of financial, educational, medical and
employment assistance and/or opportunities, as
well as access to food, clothing and shelter
• Relationships with significant others, peers and
adults within one’s family and community
• Personal and collective sense of purpose, self-
appraisal of strengths and weaknesses, aspira-
tions, beliefs and values, including spiritual and
religious identification
• Experiences of caring for one’s self and others; the
ability to affect change in one’s social and physical
environment in order to access health resources
• Adherence to one’s local and/or global cultural
practices, values and beliefs
• Experiences related to finding a meaningful role in
community and social equality
• Balancing one’s personal interests with a sense of
responsibility to the greater good; feeling a part
of something larger than one’s self socially and
spiritually




shown for both the heterogeneity and homogeneity  
in coping across populations.” 
 - Ungar (2006). 
 
This is consistent with the tenets of the praxis-based research I intended to use. The 
research for this thesis pertains to the youth of Toronto’s Regent Park 
neighbourhood, a low-income, immigrant community that has a reputation for crime 
and violence. The pilot program for the workshops took place at Regent Park Focus 
Youth Media Arts Centre (Focus), a not-for-profit community media lab with its own 
radio and television stations that encourages participatory media practices as a 
means to build and sustain a healthy community in Regent Park.  
Location 
 Regent Park is currently in the middle of a widespread, government initiated 
revitalization process that has seen many large residential apartment buildings torn 
down to make way for new development. In many cases residents, 85% of whom lived 
in apartments, have been relocated to new communities in various areas of the city. 
(National Household Survey, Statistics Canada, 2011.)  
 
Nearly 40% of the population of Regent Park is between the ages of 0 and 18. There 
are two large primary schools in the area and one large high school, but many youth 
attend high school elsewhere in the city. Visible minorities make up 75% of residents, 
with immigrants from Bangladesh comprising the majority of the people living in 
Regent Park in 2011 (Statistics Canada, 2011.). All of these factors impacted the 
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program and were incorporated into the series as part of the praxis-based, iterative 
design approach 
 
As a means of assessing changes in resilience I employed Liebenberg, Ungar’s CYRM-
28 questionnaires (Liebenberg & Ungar, 2012.). Piloted with over a thousand children 
in 11 countries around the world, the measure consists of 28 clear questions that 
represent an adaptive, cross-cultural tool that measures the resources available to 
participants. 
 
One section of the questionnaire is built in concert with community representatives. 
In the case of this iteration of Create & Grow Strong I developed the questions with 
the on site community worker at Focus, Pat Whittaker. Upon reflection I believe I 
could have better introduced the CYRM tool and its purpose, however, the questions 
we came to represented concerns ranging from media representation, choice making, 
bullying to safety, general happiness and self respect and esteem. 
 
Hypothesis 
It is my hypothesis that: 
by undertaking a creative and contextually relevant project that  
develops skills,  in a group setting, youth begin to cultivate traits  




These traits, drawn from Ungar, Dumond and Mcdonald’s Risk, Resilience and Outdoor 
Programmes for At-Risk Children (2005), are outlined in tables 2 & 3. 
 
In developing Create & Grow Strong I focused primarily on nurturing a few from the 
individual and interpersonal attributes including self-esteem, competence, sense of 
humour/creativity, goals and aspirations, initiative and planning, perseverance, 
constructive use of time, interpersonal planning and problem solving skills and self-
awareness or insight.  
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Table 2: Characteristics of Resilient Children & Youth (Ungar et al., 2005). 
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Table 1 Characteristics of resilient children and youth
Individual attributes













Autonomy and independence or dependency (as appropriate to situation)
Morality
Spirituality
Constructive use of time
Interpersonal attributes
Meaningful relationships with others/social bonding
Maintains a network of school, home, community and peer associations
Emotional management in stressful situations
Social competence (understands what motivates others, how to act appropriately, etc.)
Assertiveness, resistance to negative and controlling behaviours by others
Capacity to restore self-esteem when threatened by others
Interpersonal planning skills
Interpersonal problem-solving skills
Evoking personality, engages with others, elicits positive attention
Family attributes
Parents monitor the children in age-appropriate ways
Quality of parenting
Financial resources sufficient to meet family’s needs and social expectations




Low level of family conflict
continued
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Table 3: Continued- Characteristics of Resilient Children & Youth (Ungar et al, 2005.) 
 
The Workshops 
This first iteration of the Create and Grow Strong series consisted of 6 two hour 
sessions spanning 8 weeks from November 1 to December 18, 2014 at Focus in 
downtown Toronto. In week 6, it expanded to include a Skype based coding session as 
th children and their volunteer high-school leaders who guide them through
the day’s events in exchange for credit as part of a course equivalent that counts
towards their fulfilment of their educational requirements. One part, then, of
WT’s purpose is to foster connections between high-school students and the
natural world, while engaging them in leadership experiences designed to
enhance their capacity to create positive change in their communities.
A series of qualitative interviews were conducted with 14 of these ado-
lescent leaders asking them about their experience and how it influenced
aspects of their psychosocial well-being. The research was conducted as part of
a Master’s thesis. A thematic analysis of the data was conducted by the
researcher and findings discussed with staff. Though this was an exploratory
study, results were later used by staff to justify the programme and its funding.
Results showed that students effectively explored their relationships with
themselves, with each other and, to a lesser extent, with society and the natural
world (Dumond, 2002). Participants did, however, comment that the effects of
Ungar et al.: Risk, Resilience and Outdoor Programmes
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Table 1 Continued
General characteristics of the environment beyond the family (including peers,
school, community)
Availability of mentor to provide guidance when needed
Access to community resources and relationships that counter the effects of risk
Maintaining proximity to safe environments
Keeping distance from dangerous and stigmatizing environments
Perceived social support
Affiliation with a religious organization, spiritual supports
Appropriate use or abstinence from substance use/abuse
Community expectations for success
Access to school and/or a learning community
Access to recreation opportunities
Safety and security
Academic opportunities to excel
Age-appropriate vocational opportunities
Meaningful role in community
Time for reflection and renewal
Social and cultural context
High social status (based on wealth or position)
Economic stability of the family
Meaningful rites of passage that include manageable levels of risk
A relational world view, emphasizing coherence, unity, place
Perception of events as either stressors or normative events as is appropriate to
community norms
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the group had fallen behind. Session 6 also expanded to be three hours in preparation 
for the final showcase on December 18, 2014. 
 
The group included three teenagers. They have all lived in the Regent Park area with 
their families for most of their lives. At the outset each was tasked with choosing their 
own code name for the purposes of this research.   
 
Figure 5: Session 3 – Creating. Youth actively describe the features of a park that they hang out in 
in the neighbourhood. 
 
 Break Free is a 14-year-old male of Bengali Muslim descent. He attends mosque 
regularly and lives with both parents and siblings in housing that has not yet felt the 
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benefits of the revitalization project. He is smart, creative and particularly interested 
in poetry classes that he participates in outside of school but expressed frustration at 
being bullied. He attends high school outside of Regent Park. 
 
Ayabar Nahk is a 15-year-old female of Bengali Muslim descent. She also attends a 
local mosque and lives with both parents and two younger siblings. Her family was 
relocated within Regent Park to a smaller building as a result of the revitalization. She 
is very outgoing, empathetic and artistic and was consistently excited to engage with 
different aspects of the program. She attends a different high school, also outside of 
Regent Park. 
 
Jub Jub Exo is a 14-year-old female of Vietnamese descent. She lives with her mother 
in a new building in Regent Park, having been relocated when the building she and 
Ayabar Nahk grew up was torn down. Highly motivated and curious, Jub Jub was 
particularly interested in the coding aspects of the program and often spoke about 
other “maker” projects she was participating in. She attends the same high school as 
Ayabar Nahk and has also spoken about being bullied by her peers. 
 
With each participant in mind I again considered Winnicott’s play theory and 
attempted to create a “potential place” that would allow participants to engage in 
creativity and experience relaxation based on trust. As the facilitator I attempted to 
encourage the creative impulse and self-exploration by reflecting back participant 
  
31 
observations (Winnicott, 1971.) as they were made and by asking questions that 
would encourage youth to delve deeper into their assumptions and those of the 
community and city around them. 
 
Each week had a different theme that was intended to establish a trusting and relaxed 
environment in which I was leading the workshop but was more a peer than a teacher 
or authority. Participants were treated with respect and their input was valued as 
were their opinions and questions throughout the program.   
 
This is consistent with the work of development and education theorist Alison 
Gopnik.  Gopnik outlines the need for respect of children and youth very clearly 
saying: “Children aren’t just defective adults, primitive grownups gradually attaining 
our perfection and complexity. Instead, children and adults are different forms of 
homo sapiens. They have very different, though equally complex and powerful, minds, 
brains, and forms of consciousness, designed to serve different evolutionary 





Figure 6: Session 4 - Refining. Youth use various media as they make final preparations of their 
physical prototypes ahead of digital translation. 
 
It is my belief that mutual respect and clear intention to learn from one another is 
imperative in making workshops with children and youth, especially those who face 
stigma as a result of their context, a success. 
 
Reflective Practice: Review of Jason Bruges Studio Project 
Halfway through the workshop program I travelled to London, UK to spend a week in 
the studio of Jason Bruges, designer of large-scale digital interventions in urban 
spaces. He and his team have worked around the world with institutional, private and 
  
33 
corporate clients and engage in consultation with stakeholders and communities to 
determine the needs and priorities that will inform the projects. 
 
In considering my time at Jason Bruges Studio as part of my reflective practice I made 
use of the Rolfe Model of Reflective Practice (Rolfe et al., 2001.) which encourages 














I deemed it an appropriate model because it allowed me to reflect on the experience 
as what it was and also for me to consider how to best take my lessons and adapt 
them for a different application and to concretely learn from the experience I had in 







Figure 7: Reflective Model (Rolfe et al., 2001.) 
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W hat?  
As part of the team I assisted with concept design for a playground to be located in 
the courtyard of a major British children’s hospital.  Throughout the experience I 
considered developmental stages, accessibility concerns and the needs of the 
hospital, its patients and their families. All of this was informed by the goal of 
providing a calm, fun environment that incorporated digital technologies into an 
outdoor, physical play space.  
 
So W hat?  
Though not directly related to the workshops, the experience encouraged me to delve 
more deeply into the development process of children and youth. A big part of my 
contribution to the concept stage was to create a design guidebook for the project 
outlining considerations for each age group while also touching on inclusive design 
principles and keeping in mind the limitations put in place by the setting of the 
playground.  
 
N ow  W hat?  
Upon my return I was more aware of the uniqueness of the teen years and when 
working with the participants who were fourteen and fifteen years old I was able to 
keep them in mind. Most relevant was the understanding that teenagers, especially 
young teens, are coming of age. They are grappling with identity and autonomy while 
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dealing with the uncertainty of their social lives and their place within family, 
community and friend groups.  
 
Teenagers are learning about the world as they learn about themselves and, in the 
case of participants in Regent Park, are also confronting very adult issues of 
displacement, parental and social expectations, community overhaul, sexual and 
physical abuse in schools and bullying. All of this creates a storm within them and 
realizing this made it all the more important that the Create & Grow Strong space be 
one of respite, respect, calm and conversation. Throughout the creative sessions we 
unpacked their feelings about school, violence, bullying and the ongoing revitalization 
in Regent Park.  
 
Participants expressed themselves very clearly, each contributing well-reasoned 
points and asking meaningful questions. The workshop was developed with the 
revitalization in mind and it was successful in investigating the implications of the 
resulting changes for these three young residents and their lives. 
 
Grounded Theory: Lessons from 38 Regent Street 
Grounded Theory is a means of systematically generating a theory that is grounded in 
either quantitative or qualitative data often based on observation, conversation or 
public or private record (Scott, 2009.) I chose grounded theory as my third research 
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method because I felt it meshed well with the praxis and reflective practice methods 
and qualitative information gathering, while allowing for flexibility of developing my 
hypothesis as the work progressed. 
 
My initial hypothesis: that exploring, engaging in and celebrating creative work can 
help to foster resilience in youth; it turned out, was insufficient and as I engaged in 
deep surveys of existing literature and studies it became clear that it had already been 
proven by a number of researchers. This revelation was all the more important as I 
spoke with my thesis adviser, Tom Barker and considered what the workshops asked 
of the participants, the goals it achieved from their perspective and what new 
knowledge it brought to this area of research.  
 
As a result I worked to develop a theory to inform future workshops by drawing on 
the feedback from youth and my own reflections of working with them throughout 
the series.  
 
Some aspects the initial hypothesis missed out on that were identified through this 
reflection were, for example, the hypothesis did not account for the group aspect, the 
translation of physical into digital, the acquisition of useful skills, the length of 
sessions, the value of snacks, the importance of conversation, the key practice of 
mutual respect and the involvement of youth in shaping the projects and the research 
with their feedback (obtained through reflection, surveys and questionnaires).  
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M utual  R espect 
The first piece of feedback I received from Jub Jub Exo following the second 
information session was that I was “chill”. She said she liked that I talked to her like a 
real person and her friend “not like a teacher”. I maintained this approach throughout, 
treating participants as younger but respected peers with valuable insights to share 
and talents to be prized. I believe this was essential to the success of the project. 
 
C onversation  
Conversation was a big part of the Create & Grow Strong workshops. Not only was it 
essential to the collaborative learning process that I was trying to encourage but it 
was also a big part of the resiliency building aspect. In the second session we walked 
around the Regent Park area considering the revitalization and the changes taking 
place in the neighbourhood where all three participants were raised. It became clear 
that even though this was a big change that they were experiencing they had not been 
given much of an opportunity to discuss the tearing down of the buildings they grew 
up in and the destruction of the parks and gardens that they called home for most of 
their childhoods. 
 
This discussion also gave way to conversations about bullying, violence and sexual 
abuse that they’d heard about or fallen victim to at school. In fact, when asked about 
their experience of the workshops in a follow up questionnaire two of the three 
participants referred to these discussions: 
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“My favourite part was when we talked about the revitalization and when we 
walked around Regent Park. It felt good to say how I feel.” 
- Abayar Nahk 
 
“ [Create & Grow Strong] made me think more about the revitalization of 
Regent Park and how it affected me. This project made me express how I felt 
about the revitalization.” 
- Jub Jub Exo 
G roup Learning &  C ollaboration 
Throughout the workshop period there were a number of opportunities for 
participants to work together and share resources as they developed their projects.  
Each teen had their own unique strengths that they brought to the project, for 
example, Break Free showed a natural understanding of the symbolic and 
metaphorical which came through in his choice of alias, project work and 
questionnaires and when engaging in group discussion.  
 
In the very first workshop when participants were asked to collage a sketchbook 
cover with their feelings about what it is to be creative Break Free created a collage of 
many different shades of reds, blues, greys and purples described this as illustrating 




Figure 8: Session 2 – Understanding.  Break Free talking through his sketchbook collage and his 
interpretation of creativity 
 
He went on to describe his future plan to add wings, one side representing an angel 
wing with each feather being a different colour and the other a black devil wing. He 
said this would show that creativity is not always good. He intended to top the wings 
with a crown that represents his signature. This expression of metaphor was also 
displayed in his final comment about the workshops was that he learned: 
“That working on creativity can help one explore the mind.” 
- Break Free 
 
Jub Jub Exo was enrolled in a variety of different coding and digital courses at the 
time of the workshops. As a result she frequently asked great clarifying questions and 
helped to explain concepts to the other teens. She was a huge help and her 
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excitement about coding added valuable energy when people were getting frustrated 
or discouraged. 
 
Ayabar Nahk is a talented artist and she is also very open and empathetic. Her 
readiness to express her feelings and to experiment with different media encouraged 
others to take risks and to open up about their own experiences of school and life in 
Regent Park. She was also very committed to the program, creating detailed drawings 
at home to bring in and collecting a variety of images online to incorporate characters 
from her favourite films and television shows.  
 
At points the collaboration was strong, sharing cameras when roaming the 
neighbourhood, sharing materials and ideas when making their physical prototypes or 
puzzling through code together, but more often it was displayed as they spoke about 
their experiences with bullying, change and violence and supported each other with 
kindness, understanding and humour. 
 
Translation of  physical  into digital  
The process of translating physical into digital was one of great importance. A stand 
out compared to other research oriented toward creativity and resilience, the 
process of experimenting with different media, engaging in tactile practices like 
collage, painting, photography and drawing was then paired with the learning and 
application of coding skills. They planned and executed their projects as part of a step-
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by-step process, which not only provided clear weekly goals but seemed to enhance 
their excitement for their next week. In fact, every week when asked about how they 
were feeling and what they were looking forward to the following session they 
responded positively – saying they were sad this session was ending but excited to 
return the following week to learn a new skill, finish a step or otherwise work toward 
the completion of the project. 
 
Skil ls  Acquisit ion  
Skills acquisition was also a very important part of the workshop. Throughout our 
time together the participants remarked often on the value of the experience and 
how excited they were to include the workshop on their application for universities. 
Both Abayar Nahk and Jub Jub Exo consistently expressed interest in working with 
me on future iterations of the program and were excited to get the business card of a 
digital design firm at the final showcase. For both of them the skills they acquired 
were building blocks for a stronger future and one that brought independence and 
pride that was rooted in the greatness of their minds and skills. 
 
Length of  Sessions 
This pilot of the program included 6 two-hour sessions every Saturday afternoon. 
Through the execution of the project and based off of feedback from participants it 
became clear that this was not ideal for a number of reasons. Primarily, two hours is 




a) be a bit late – a practice which was pretty standard throughout 
b) have time to relax into the session through a group dance off or meditation 
c) listen to and understand instructions for the days tasks and how they fit in to the    
overall program 
d) complete the daily project while also allowing for tangential conversations 
e) allow them to complete work calmly and without or rushing or having to take parts  
 home to finish  
 
Though the workshops went well, we did have to adapt the schedule to include a 7th 
session via Skype and extend the final session to be three hours long. This still wasn’t 
enough to have everyone’s work finished as Break Free had to miss a session due to 
illness. Each participant commented on the length of sessions and expressed interest 
in staying later or starter earlier however the scheduling limitations of the Focus 
facility made this impossible. 
 
Saturday sessions were also limiting; drawing interest from teenagers to spend a 
weekend afternoon inside in an organized activity is difficult and even attracting them 
to the Saturday info session proved challenging. Fortunately Break Free, Abayar 
Nahk and Jub Jub Exo were already engaged in programming at Focus and happened 




Snacks!   
It was surprising how important snacks were to the participants. Break Free 
mentioned snacks in almost every one of his questionnaire responses, both as a 
positive if they were present and as a negative if they were not. Ayabar Nahk referred 
to them as being a favourite aspect as well. The first instance of snacks was during the 
first workshop, following Halloween, when I brought in candy leftover from shell 
outing. Over the weeks we celebrated a birthday and I sometimes was unable to bring 
treats but for the most part I worked to bring healthy snacks like juice boxes, fruit and 
granola bars or apple sauce. All of these were warmly appreciated and ravenously 
consumed making it seem as though the kids were quite hungry. It was difficult to tell 
if their focus improved after eating as the sessions were only two hours long and the 
snacks typically came out toward the end of the first hour, that said, their inclusion 
certainly made for a happier, more engaged group. 
 
Partic ipant Role in  Shaping Research 
From the outset participants were treated as partners in the generation of this 
research. At the first information session and at points during each session I 
emphasized that though I was leading the workshop to teach them skills and engage 
them in fun, creative work I was also there to learn from them both about their lives 
and also how to make the workshop program better for future groups. I made clear 
that their opinions and feedback were important to the success of the work and that 
their criticism was just as important as their compliments when they answered 
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surveys at the end of each session. I believe this emphasis was very important. It made 
clear that their feelings an were valuable and that they occupied an important place 
within the life of Create & Grow Strong, both as a study and as an ongoing program 
that could help others in the future. It is my belief that empowering these participants 
through a feeling of shared ownership was as important to the positive outcomes as 
the generation of the creative work.  
 
Theoretical Outcomes 
The theory that has emerged as a result of the workshop pilot and this thesis is 













My revised workshop development theory, therefore, is that there are three 
important areas of concern to be addressed when developing a creativity workshop 
with the goal of encouraging the development of traits characteristic of resiliency in 
youth. These areas should be considered equally as part of a qualitative, holistic, 
process-based approach to the development, delivery and subsequent 
redevelopment of programs as they are modified to meet the needs of each 
community served. 
 
By focusing on practical, curriculum-based and interpersonal elements while building 
and executing a creativity workshop one creates an environment that is likely to 
encourage creativity that springs from a relaxed place and encourages confidence, 
hopefulness and self-reflection consistent with Winnicott’s “potential place” 
(Winnicott, 1971.) and also with Halata’s guidelines for creating interventions that 
encourage resilience (Halata, 2011.). 
The Technology 
The technology behind Create & Grow Strong uses processing, projection and 






Mantra: Enable Creation & Confidence in Context 
My intention for the design of the overall program was to create a space where youth 
would feel confident and competent enough to take creative risks and nurture the 
traits of resilience. The role of technology in the workshop was intended to facilitate 
all of this rather than to be the main driver of the program. I wanted to use software 
to introduce youth to a new skill in a way that would spark curiosity about coding and 
other technology and to integrate it with the creation of a physical work that would 
allow them to explore different means of tactile creation via a variety of media 
options. Through out all of this the local context and community were to be the thread 
that connected the different elements and the final technological piece was to be the 
outcome to be showcased and celebrated.  
 
There are a number of appropriate development tools available however I focused in 
on processing in the end and am confident that it was the right choice and remains the 
best option for the early iterations of Create & Grow Strong workshops. 
 
Survey of Software Tools 
Processing  
Processing is the tool that I used to build the prototype that inspired this work. It’s 
language, based off of java, is clear, straightforward and easy to learn and get started 
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with. Processing is also a free platform that is readily available to anyone with an 
Internet connection. It is specifically geared at artists and designers, which also makes 
it an attractive option in the context of a creativity based workshop setting. 
U nity  
Unity is an incredible system with virtually limitless capabilities. It is used in 
professional film, television and video game design and has a free trial version that is 
downloadable online. Unfortunately, Unity is very complex. As I tried to learn Unity it 
became clear to me that it was a seemingly endless process and that a platform with 
such depth was unnecessary for this project and, to be frank, quite intimidating for 
one coming to it as a beginner with a specific project in mind. Perhaps Unity will be 
the right software for Create & Grow Strong one day but certainly not this time 
around. 
G am eM aker  
GameMaker is a program that makes it easy for anyone to get started building games. 
It has an extensive online library of help resources and forums and allows for sprites 
and other 2D elements to be used alongside 3D building capability. In working with 
GameMaker I found it to be a strong tool for game development but I was unable to 
take it past the limited application of a platformer type game. The drag and drop 
interface was useful but I wasn’t able to harness the coding interface. Though it was 
impractical to switch to Game Maker for this iteration of the workshops I would 
consider doing so in the future as it is a platform specifically oriented toward gaming, 
something very appealing for participants, and it likely has greater potential when 
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considering possible reactions and interactions. Though I know that integrating 
physical work in to the digital environment as a background is possible in Game 
Maker I have not yet had the opportunity to investigate how one would incorporate 
the reactions now facilitated by colourUnderMouse coding. 
 
Development  
The design development for the technology behind Create & Grow Strong began in 
October 2013 as part of our course work using processing and computer vision. In it’s 
original form as Projector Puppetry the prototype used fiducial markers paired with 
reactiVision and processing software, a projector and the camera on a macbook air. 
The result was a great first step but fiducial markers are notoriously unstable and any 
variation in angle would hinder the ability of the camera to pick up the marker. This 
made it impractical, particularly for use with children or those who have limited 
mobility, as was the original intention for this project. 
 
The second phase began in the spring of 2014 at which time I began an in depth 
investigation into the possibility of using infrared sensors to control the character on 
the screen. As I delved deeper into possibilities, and broke a number of webcams 
trying to create an IR camera I came across the noIR camera attachment for 
Raspberry Pi. It seemed like a dream come true. Building the system to work on a 
Raspberry Pi would mean a small, inexpensive, accessible hardware solution that is 
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easily programmed and available around the world should it be possible to scale the 
workshop up to serve international or more remote communities.  
 
As soon as I cottoned on to this idea I dove head first into Rasberry Pi, leaving behind 
all other avenues of investigation. This was a big risk and a big failure.  The Raspberry 
Pi is a fine small computer with a good operating system however it has nowhere near 
enough power at this point to host and run Processing programs. Unfortunately it 
took me almost a month of tinkering, learning linux, buying parts and reformatting 
boards to come to this conclusion. 
 
Though the experiment was failed it was a worthwhile exercise and prompted me to 
consider whether Processing was the best platform. It was also great evidence of the 
value of getting technology working as its simplest workable form and then moving 
forward in step-by-step increments to make improvements and add features. Adding 
to a stable, working platform makes far more sense than focusing on complicated 
features that won’t matter if you can’t get the most basic aspects up and running. 
Coding examples of each prototype stage can be found in the appendices. 
 
Prototype 1:  A house, sun and flowers 
The first working prototype was based around a very plain sheet drawn in Processing 




This gave me a sense of the best size and also the most effective means of plotting 
areas for mapping at a later time. It was my intention to assign certain interactions to 
plotted areas of the screen, for example, if cursor is over the house (drawn and 





























Figure  11: Prototype 1 – Canvas with reaction 
 
As you can see from the example in figures 10 and 11 colour change worked, 
changing the body of the house from blue to green. The tree and sun also changed 
colour based on the code.  It was a satisfactory first experiment and one that I then 
hoped to translate into more complex interactions, integrating images not drawn in 
processing. 
Prototype 2: colorUnderMouse  
As I developed the next prototype I sought to include imported .jpg images as the 
characters and landscapes that would comprise the scene. I continued to use the 
mapping technique but attempted to isolate specific parts of the imported image. This 
was ultimately unsuccessful. Fortunately I had a meeting with my adviser Nick 
Puckett who introduced me to colorUnderMouse, a line of code that calls on the 
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mouse to read the colour signature of the image it passes over. In the case of this 
piece the image is hidden beneath the jpg and made up of colour blocked portions, as 













































Figure 15: Prototype 2 - Responsive Sun 
Prototypes 3, 4 & 5: Interaction Variety 
After this was established and working soundly I began considering interactions that 
were more complex than simply images appearing over top of the visible 
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environment. As a first iteration of the project there were timing limitations on what 
could be included before the participants needed to have firm options so I decided to 
focus on three additional responses that could be used in a variety of ways. As it 
turned out, participants only really latched on to the audio and multiple image options 
but I have no doubt that as the possibilities grow there will be new and interesting 
ways for them to be incorporated. The two responses I included were audio and 
moving reactions as well as initiating a number of images simultaneously. Each 
interaction is outlined below.  
 
Audio Response  
Audio response was an important addition to the capabilities because it allowed for 
music, poetry or other sound to be included, giving participants further options when 
choosing which media to integrate and allowing them the option of bringing outside 
musical or written work into their Create & Grow Strong pieces. 
 
I chose to integrate music into the collage prototype that I created as one of the 
examples for the workshop. As you can see below it was quite straightforward to 
integrate the existing minim library and code into the workshop prototype. I found a 




Figure 16:  Prototype 3 – Visible Environment - Audio 
 
M ultiple  Im ages S im ultaneously   
This was a straightforward addition that only called for the introduction of further 
images in to the existing if statements connected to a colour signature. As you can see 
from the sailboats below, the simple code results in multiple images being displayed at 











Figure 17: Prototype 4 - Visible Environment - Multiple JPGs from one colour signature 
 
M ovem ent 
Including movement was more difficult and unstable than I imagined at the outset. 
Though I was able to move a character across the X-axis of the display screen. I am 
currently investigating this further to allow for movement beyond a straight x or y 
axis line however it is working in its current form which sees the lady move away from 
the house when the colour signature is found. 
 
Prototype 6: Integrating Wiimotes 
Once I had these code aspects solidified I set to work integrating Wii mote capability. 
In principle, this was very straightforward. By using either DarwiinRemote or 
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OSCulator, a Wii mote can be connected to any computer using Bluetooth. Both 
programs also have built in code to use the Wii signal as a mouse. This was suited to 
this project and worked well, except for some drift, which can be worked through by 
adjusting the yaw. Unfortunately, when 3 Wii motes are used in a space 
simultaneously there are additional issues. The separation of the Wii motes and 
keeping each of them dedicated to a single computer becomes quite difficult to the 
point that Wii motes were not possible for the use at this iteration’s final showcase.  
After some consideration I have resolved to leave the integration of Wii Motes for a 
future iteration if it becomes apparent that the inclusion of them has an important 
and specific purpose outside of novelty.  
 
Technology Reflections 
Developing the technology for this piece was a great reminder of the efficiency of 
small pieces of code in place of long and more complicated series’. The first to second 
prototype is a great example of this. Had I not been introduced to colorUnderMouse I 
would have ended up writing significant batches of code based on mapping that may 
or may not have worked in practice.  
 
Another great lesson was to test, test and test again in the gallery space that you will 
be using. Though it was a great and successful final showcase (see page 63) finding a 
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successful way of using the Wii motes and increasing the stability of the programs 
while running would have improved the experience.  
 
Though the programs have been stable when running in the past, it becomes clear 
when they run for upwards of 15 – 20 minutes that they must be reset or redrawn as 
they start to freeze up. This is particularly an issue for those programs that make use 
of the minim library (audio feature).   
The Workshops 
The original intention was to deliver a series of workshops to both youth and children 
as part of an 8-week curriculum. The first phase would see youth develop a book of 
physical templates that had digital counterparts. These would then be brought to 
children to colour, paint and otherwise enhance over two weeks, thereby co-creating 
their own digital environments. This initial plan changed as time and partnership 
limitations became clear however these workshops were of great value, to this thesis, 
for future research and the youth who participated. 
 
Development 
The workshop building process was one that began with my business plan for The 
Creativity Campus in 2012. I gathered inspiration from everywhere possible, 
interactions with the children of friends and family, the many books on development 
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and creativity listed in my bibliography and from reflections based on my own 
experiences of learning and creativity.  
 
In line with the mantra Enable Creation & Confidence in Context I sought to build a 
program that focused on the act of creativity rather than the perceived quality of the 
works produced. I determined a number of must have options and also a number of 
nice to have options. Many of the nice to have aspects were left for future iterations 
however the must have aspects were built in to the sessions and served their 
purposes. 
 
Must have elements were:  
- a local youth population facing adversity 
- weekly sessions that participants could count on  
- collaboration with a community group that could provide adequate workspace  
- access to computers that could host photo editing and  Processing software  
- access to cameras, either through students, myself or the community  
- incorporation of an element of the physical environment as a means of 
representing each  participant’s unique perspective on their context  
- encouragement of the use of a variety of media options (paint, pastel,      




- access to a community counselor familiar with the needs of and challenges faced             
by local  youth  
 
Nice to have elements were: 
- a community of local children for youth to create with and for 
- a weekday time slot to allow workshops to also serve as afterschool programming 
- a school or library partnership that would provide access to a wide range of  
 participants with minimal travel from school 
- sufficient time to allow for meditation and physical play as part of the workshop 
- healthy, shareable snack options 
- community involvement and support via parents, teachers or local partners  
- space to host the final, gallery-style showcase celebration 
 
Many of these must have needs were met by Focus, my partner institution. 
 
Partnering w ith  Regent  Park  Focus Youth M edia  Arts  Centre  (Focus)  
Focus is a community focused, not-for-profit media lab located in the heart of Regent 
Park. It serves both youth and adults and provides radio (Radio Regent) and television 
(RPTV) programming via dedicated stations provided to them by a corporate sponsor. 
Launched in 1990 and a product of collaboration between the community, Toronto 
Arts Council, Ontario Arts Council, Ontario Trillium Foundation, Focus provides 
media training and mentorship programs. It also serves as an important information 
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point for the local area and an example of participatory media as a component of 
healthy community building.  
 
I was able to meet with Adonis Huggins, executive director of Focus, through the 
Digital Futures Initiative at OCAD U and he was quick to partner with me in the 
execution of the program. Focus also provided a fantastic youth counselor, Pat 
Whittaker, who generously shared her insights on the youth and community while 
also committing her time to supervise the workshops as participating youth counselor 
on the project (a condition of my Research Ethics Board approval (REB)). 
 
Issues  w ith  Incorporating  the Chi ldren of  Regent  Park  
I was also hoping to establish a partnership with either the local library or one of the 
local primary schools in Regent Park as part of the program however early on it 
became clear that there was simply not enough time to build the relationships and 
gain the approval needed (for example approval from the Toronto District School 
Board REB) to work with public schools covered by its board. This turned out to be a 
blessing, as I had allotted 6 weeks with youth and two weeks with children between 







Revised t im el ine  
The revised timeline came partially as a result of the REB approval process but also 
because I ended up holding two information sessions instead of one. After some back 
and forth with Focus on scheduling it was decided that Saturdays between 4 and 6 pm 
would be the best time for the facility to host the sessions. The first information 
session was held at the same time after posters were hung around the centre and also 
at local community centres, arts facilities, schools and grocery stores.  
 
After very low response rates (only 4 youth who were visiting Focus for other 
reasons) showed up I remade the posters (see Recruitment Posters - Appendix 1) and 
held a second information session. Fortunately, three of the youth from the previous 
week returned eagerly and I was able to use them as my participants.  They were 
eager to start and we began the program the next week ( See Curriculum - Appendix 
2). 
 
Sessions & Celebration 
Workshop sessions were conducted over 7 weeks with the goal of each youth 
producing a digital “environment” based on a space in their real life and enhanced to 
include a character who could move around in the space and three interactive 
elements that would react to the movement of the character around the scene. This 
digital scene would be derived from physical works created by participants over the 
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Weekly sessions were two hours long and began with a catch up conversation about 
what  each participant had been up to since the last session (i.e. – How was your 
history test? What did you do for your birthday on Thursday?). This led into an 
introduction to the activity for the day and an explanation of why it was relevant to 
the rest of the project and the timeline for completion.  We would sit around a single 
table, drawing, painting and chatting through problems and life events while snacking 
and laughing.  Often youth were late arriving so this meant instructions were 
repeated more than once, while a bit frustrating, this provided an opportunity for 
participants to clarify or explain aspects to latecomers, helping to establish 
collaborative learning where their might not have been a chance otherwise. 
 
One aspect that was particularly important was the conversation that took place as 
we undertook whatever activity was the focus of the day. A great example of this can 
be seen through a breakdown of the second session, based around the theme of 
Exploring. 
 
The goal of that week’s session was to give youth a chance to share their stories of 
living in Regent Park.  All three participants grew up in Regent Park and were eager to 
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share their experiences. We visited childhood play spaces, a peace garden, outdoor 
parks and steps one participant used for her dance routines . We also stopped by the 
site of the torn down building Jub Jub Exo and Ayabar Nahk met and grew up in.  As 
we roamed they discussed feelings of sadness, the income stratification being 
enforced by developments that were coming out of the revitalization and loss at 
losing their community, friends and special places.  This displayed self-awareness, 
insight, empathy and expressiveness and made clear that ,despite the limitations 
imposed by poverty and crime in the neighbourhood, the youth engaged with their 
community in ways that allowed them to take advantage of available resources. All of 
this indicates that these youth came to the sessions already exhibiting traits 
associated with resilience. Though their family attributes, as noted by Michael 
Ungar’s characteristics of resilient children and youth, may have been somewhat 
lacking it is clear that as kids the participants were able to benefit from monitoring by 
other community members and access to recreation, school and relationships that 
afforded them healthy experiences which resulted in goals and, for the most part, a 
positive outlook and hopefulness. 
 
Something that was important and unique was the opportunity to speak candidly 
about the changes happening in the area. When we returned to Focus I employed 
reflective listening techniques, mirroring back the comments of the youth to each of 
them in an attempt to dig deeper into their feelings about the revitalization. It was 
clear that they had never spoken about their feelings about the changes taking place 
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in their neighbourhood and the fact that “rich” people were moving into buildings that 
their homes had been torn down to make space for.   
 
They were clearly expressed the tension they felt, with Ayabar Nahk summing it up:  
“I like the revitalization but our friends are moving away, one moved to 
Scarborough and now we never see her…” 
 
Jub Jub responded:  
“Ya, all of our memories are gone. “ 
 
Wanting to draw Break Free into the conversation more I asked him what whether he 
felt the change was hard. He said: 
 
“ Yes, change is hard, You’re used to one thing and you don’t think about 
these things changing and becoming different.” 
 
The other two participants agreed and it became clear that they didn’t know what to 
expect from the revitalization when it was announced and that changes were taking 
them by surprise.  
 
Before the youth began drawing their ideas for landscapes they each presented the 
sketchbook covers they created in session one and explained how they felt they 




As each of them explained the group listened actively and supportively, oohing and 
ahhhing at individual pieces. 
 
Each of them described creativity differently however there was a throughline that 
revealed they felt creativity helped them to cope with life. This may have been 
connected to the name of the workshops (Create & Grow Strong) and the fact that 
they knew the intention was to understand how creativity might help youth to feel 
more resilient but, even if this was the case, it seemed that the youth felt this way 
genuinely and worked to reflect that in their sketchbook covers.  
Below are some responses,  
“ I wrote ‘Express Yourself’ down this side. You should try to be the best you 
can be, like, to live on top of your dreams.” 
-Ayabar Nahk 
“[Mine is about my heroes. Spiderman is my favourite.] He’s just a normal  
teenager who goes through the same high school problems and gets bullied. 
You can relate to him. I think all of us might have got bullied once or twice 
and he inspires me to be resilient. Even after his Uncle Ben died he still 
wasn’t just lying around being sad.” 
- Jub Jub Exo 
 
These conversations were highlighted in feedback questionnaires as some of their 
favourite experiences within the workshops and I believe this underscores the 
importance of conversation while also revealing the way that creative work can 
create an environment conducive to creative relaxation that Winnicott suggests may 
result in growth, health and self-discovery.  
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Grounding the work in the real life context of Regent Park helped to bring the youth 
to the project in a real way and once this exercise was complete they came to sessions 
with clear ideas and goals for themselves. They often got work done outside of class 
time and wanted to stay later or start earlier as they were having fun at sessions and 
were excited to complete their projects and to showcase them at the final celebration. 
 
Celebration 
The final showcase took place in the graduate gallery of OCAD University on 
December 18th, 2014 from 6-9 pm.  Participants arrived to see their work projected 
on the gallery walls accompanied by their artist’s statements. They were excited and 
encouraging to one another, giving each project time and space to be explored by all 
of them as a group.   
 
Again, food was an important part of the celebration. As part of the experience we 
provided a variety of beverages to youth and visitors as they walked around speaking 
to the artists about their work and playing with the installations. Later in the evening 
when the flow of people slowed somewhat pizza was brought in for the youth and 
they grouped together, finishing it quickly while sipping their juices and chatting 
excitedly about the experience of the evening.  They were all very polite and clearly 





By the end of the evening the youth left full of energy, excited at having been given 
business cards by one of the industry professionals who came to visit and all 
suggested they were proud of their works. In their follow up questionnaires, when 
asked if they had fun a the final party participants said: 
“I had a lot of fun because I got to show my work, 
got a business card and could possibly get a job.” 
-Jub Jub Exo 
 
“YEEEEEEEESSSS! [Laura’s husband] Alex was so nice and ordered pizza. 
I’m sad this is the last time I will see Laura. Also, the people I talked to were 
really nice. 
- Ayabar Nahk 
And in classic, short but sweet style Break Free said: 
“Yea, kinda.” 
 
One interesting point that I anticipate will carry through to partnerships with other 
facilities that serve large communities is that, although the Focus receives support 
from sponsors and grants it remains somewhat under resourced. This leaves staff at 
the centre willing, but not always, able to respond to multiple emails or phone calls 
and unable participate in activities like the final showcase. Though I know there was 
lots of support for the program and interest in the work of the participants only a 
single board member was able to come to the end of program celebration despite 





This is an important point because I took as a given that at least one of the counselors 
or facility staff members would be able to attend as a representative for Focus.  I 
assumed that it would be important to the participants however, because many other 
people were able to attend, including visitors from OCAD U and Toronto’s digital 
design community, the youth were very excited and happy with the turn out.  This 
speaks to the danger of projecting one’s own expectations onto participants, 
something I will keep in mind for future iterations of the series.  
 
On the technological side of the celebration the intention was to make use of Wii 
motes as the cursors within the environment. When it came to making use of the wii 
in the gallery I connected the remotes to mac minis using DarwiinRemote. This 
method was unreliable, only one remote was able to connect to the computer and 
then all subsequent Wii motes connected to the first mac mini.  After many attempts I 
tried to connect using OSCulator, another program that connects Wii motes to 
computers using Bluetooth however the problem persisted.   As a replacement for the 
Wii motes I connected a wireless mouse to each mac mini. This provided a stable and 






In his work, Resilience and Healing Amidst Depressive Experiences: An Emerging Four-
Factor Model from Emic/Etic Perspectives, Andrew Halata examines how resiliency has 
been considered in the past when treating patients suffering from depression. He 
proposes a four-factor approach that is consistent with the ethos of the Create & 
Grow Strong program and also provides meaningful guidelines for its improvement. 
 
The four-factor approach sees resilience as a mechanism that is influenced by a) 
physical and biological strengths b) psychological resources c) interpersonal or 
emotional skills and d) spiritual capabilities. It suggests that all of these aspects should 
be addressed within resiliency programs via a holistic approach, rather than treating 
them as separate considerations to be addressed individually. Halata goes on to note 
that much of the past work and research on resiliency has been based in etic or 
quantitative data collection, he suggests that focus on the Emic, or the qualitative, 
individual narratives of those being considered is of “crucial importance” and that 
such a step change that would serve to deepen the understanding of resilience and 
adversity by researchers and clinicians. (Halata, 2011.) 
 
In designing The Create and Grow Strong workshops, the research meets the four 
factor criteria in a few ways: 
 
Physical  and Biological  Resources  
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Though the neuroplastic aspects of housing weren’t measured, as a group we 
considered the housing and environmental situation faced by youth as they watched 
their neighbourhood change and were moved from home to home as part of the 
revitalization plans for Regent Park. We discussed their fears and concerns and the 
experience of living in an area that is seen as dangerous and impoverished.  
 
Psychological  Resources  
The workshop creates a social environment where youth can strengthen existing peer 
relationships or create new ones based on common interests of creativity and 
technology or the shared experience of life in Regent Park.  
 
Throughout the workshops there were many laughs and jokes shared and the youth 
were able to let loose and express themselves in ways that brought about an 
understanding of the lighter side of challenging situations, embodying the important 
aspect of humour in programming. 
 
This aspect of programming may also have been bolstered by my own approach to the 
workshops. Throughout each session I made a pointed effort to value and respect 
each participants unique voice and contributions. I was warm and generous with 
praise without being ingenuine or condescending. When, at times, laughter began 
being directed AT someone, rather than WITH someone, I made sure to redirect the 
point, supporting the person who was being laughed at and pointing out the 
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importance of risk taking (for example) to the creative process. Jub Jub Exo  pointed 
to this support, both from me and her peers,  in the final points of her artist’s 
statement: 
“I’m proud to say this project has benefitted me a lot and I would like  
to give thanks to my peers and Laura for helping me through it.  
Thanks again Laura for showing me what I am capable of and for  
being one of the best mentors out there!” 
 
Interpersonal  or  Em otional  Ski l ls  
Group work also made clear the ability of participants to exercise emotional 
regulation. There were points when they teased one another and quickly recovered 
and also those when they opened up about bullying and violence when they actively 
discussed the issues and how they felt about the effect on their selves, peers and 
community. 
 
The workshops have a strong goal orientation, providing an external event (the 
showcase) to spur on their work and interest. 
 
All of this took place in the framework of individual narrative, which provided an 
opportunity for youth to explore their personal experiences of their neighbourhood, 
context and the subsequent narratives both creatively and in conversation during 





There are some areas, however,  that could better meet Halata’s criteria and that 
should be considered for future resiliency programming. 
 
Physical  and Biological  Resources  
Exercise was also intended to be a part of the program with a short dance party at the 
opening of the weekly program intended to get everybody moving and get out any 
excess energy stored up. Unfortunately limited time in the space meant cutting that 
out.  Future iterations will definitely see programs lasting at least 3 hours, rather than 
two, in order to allow for a more holistic workshop. 
 
Though snacks were provided they weren’t very nutritious. Halloween candy and 
birthday cupcakes were the first snacks and juice boxes, granola bars and apple sauce 
were also shared. It would be great to incorporate a low cost, fun snack menu into the 
program so that youth and parents knew they could count on something healthy to 
eat as part of the experience. 
 
Spir itual  Capabi l i t ies  
Sprituality, or a sense of higher purpose, wasn’t harnessed by Create & Grow Strong 
in this iteration. The original intention was for the youth to create digital templates to 
be enhanced by their younger counterparts timing restrictions meant that the 
workshops were limited to a single group of youth rather than including kids 4-10 in 
an ancillary workshop and as part of the final showcase. This would have provided a 
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higher purpose that may have appealed to more participants or improved the 
experience for those that took part. 
 
Meditation was also intended to be a part of each weekly session however time 
limitations meant striking that from the schedule. This is a real shame because 
meditation has been recognized as increasing creativity, attention, concentration and 
empathy – all aspects that would be beneficial to the workshop experience. 
Discussion 
Feedback 
Questionnaire results showed most participants felt proud of their work, feeling both 
confident and hopeful, and referring to newly acquired skills as contributing to their 
potential employment in the future. The celebratory showcase cemented these 
feelings by emphasizing the value of their work and the talent it revealed. Both 
community attendees and professionals in the tech community engaged with the 
work and the participants, which they said contributed to their feelings of pride and 
achievement.  
Insights Based on Workshops 
Though participants were encouraged to relate their work to their experiences of 
Regent Park the focus was more on being creative and having fun. They had an 
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amazing time and enjoyed the workshops but in future I think there would be value in 
keeping focus around a chosen theme so that clearer narratives about the specific 
adverse events or experiences will emerge. In the case of Regent Park , the youth 
discussed their concerns about the portrayal of their home, it’s reputation as “ghetto” 
and the new “rich” people moving in and not respecting the community that emerged 
and was relocated. Though I am thrilled about how the pieces turned out and the 
work of the participants this conversation didn’t translate into the final works. 
 
It should be acknowledged that these youth were already highly motivated people as 
seen by volunteer hours that numbered hundreds above those mandated by the 
Toronto District School Board.  
 
They are intelligent, articulate and focused on achieving their dreams. As young 
teenagers they consider and question the world around them with humour and 
curiosity and explore darker questions of racism, violence, consumerism, drugs, 
bullying and reputation as part of their wider experience of learning, dreaming and 
authenticity. 
 
Two participants were highly motivated by the drive to get into a good university and 
were already talking about job seeking and how the workshop might help them to get 
a job with Create & Grow Strong in the future. These two were relentlessly optimistic, 
strong willed and motivated despite the fact that both suggested their parents were 
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unaware of the amount of volunteer hours they’d accrued and that they were unlikely 
to attend the final showcase of their work. The workshops were on Saturday 
afternoons and the participants were 14 and 15 years old. When many of their peers 
were engaged in other activities these youth were engaging in the workshop and 
always reported excitement about the coming week and the showcase at the end of 
the sessions. 
 
To my mind, these youth were already very resilient which was part of the reason 
they attended the workshop in the first place. 
 
Children & Youth Resiliency Measure Results 
Each participant filled in a Child and Youth Resiliency Measure (CYRM) questionnaire 
(Liebenberg & Ungar, 2012.) at the beginning of the first session and at the end of the 
final celebration. Because there were only three participants and the sessions 
spanned such a short span of time I’m not sure that the results are very robust 
quantitatively or as an indication of the workshop quality however there were some 
interesting changes in responses seen that give insight into the lives of the 
participants between November 1st and December 17th, 2014.   
 
One example is seen in the responses of Break Free who developed his own scale to 
make that of the established CYRM more specific (see Break Free CYRM 
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Questionnaire Appendix 3).  In his first questionnaire response, said that he was “not 
at all” happy with where he was in life right now. In the final questionnaire he 
responded that he was “somewhat” happy with where is was in life, which would 
suggest an improvement in his circumstances or perhaps his outlook.  
 
This is contrasted elsewhere in his surveys however. When asked if he is able to avoid 
being bullied he responds with a dot between “a little” and “somewhat” in the first 
questionnaire and with “not at all” in the final questionnaire. This shows that although 
he sees himself as less able to avoid bullying his is still happier in his life then before 
participating in the workshop. Though it is not definitive I hope that the experience 
helped him to develop the resilient outlook reflected in these responses. 
 
Jub Jub Exo also gave answers that indicated she was less able to avoid being bullied 
at the time of the final questionnaire versus the first questionnaire.  Similarly to Break 
Free, her final response to the question Do you feel good about who you are? 
Indicated that she felt better about who she was at the final celebration than she did 
at the time of the first session. Her response about her happiness with her life 
remained steady at “quite a bit”. 
 
Also interesting is that Break Free was very clear that his family includes only his 
parents and siblings while both Jub Jub Exo and Ayabar Nahk include their friends as 
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part of their description of their families. (See CYRM Questionnaires by Jub Jub Exo 
Ayabar Nahk Appendix 3) 
 
In another section Ayabar Nahk questionnaire revealed she felt less safe on the way 
to school than she did at the time of the first questionnaire. This may have been 
reflective of the fact that a teenage man was stabbed to death in a parking lot in the 
community during the course of our workshop sessions. Though we did not discuss 
the incident specifically it was clear that all of the participants have dealt with 
violence around them at school and in their community but, in our conversations 
didn’t seem particularly upset by it. 
 
Though it is impossible to know if these different responses were directly or indirectly 
related to the Create & Grow Strong programming I am optimistic that the 
hopefulness, pride and enjoyment of the sessions helped each of the participants to 
feel more resilient in the face of bullying and violence in their community. 
 
Reflections on the Research 
Making use of both praxis and grounded theory methodologies made for an 
interesting and valuable research experience, especially given the qualitative focus of 
this work.  The workshops both challenged and reinforced my hypothesis highlighting 
the importance of this type of programming for youth interested in developing their 
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skills while expressing their view of their world through creative means and as part of 
a trusting and relaxed group.  Of course, as outlined, the feedback from participants 
and my own reflections on the experience also highlighted a number of areas that 
would benefit from change.  
 
These didn’t undermine my hypothesis that, by undertaking a creative and 
contextually relevant project that develops skills, in a group setting, youth begin to 
cultivate traits  that contribute to  increased resilience elsewhere in life, but rather 
emphasized the importance of the praxis and grounded theory approaches going 
forward as a means of continually adapting the program to meet the needs and 
opinions of the participants.  It is of great importance that participants, especially 
youth participants, feel themselves to be active co-creators of the workshop and 
important contributors to the research. 
 
Successes & Failures  
Running this program at Focus has reaffirmed my belief that there is both value and 
demand in establishing a network of Create & Grow Strong programs for youth facing 
adversity in Toronto, however, there is much to be learned from this pilot project. 
 
First and foremost, two hours on Saturday afternoons is not an appropriate time for 
the sessions. Two hours doesn’t allow for participants to come in and get settled, this 
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means that the real work is limited to the final hour or 75 minutes of the session and 
that doesn’t leave enough time for work to get done. As a result we were forced to 
create a Wednesday night Skype session in the final week of the program and extend 
the final workshop to last 3 hours. 
 
I also believe this awareness of time impinged on participant ability to lose themselves 
in the work and experience the full benefits of the creative process, which was the 
biggest detriment to both them and the program. 
 
Facility base scheduling limitations also impacted the program. Saturday afternoons, 
while great for the researcher, resulted in the centre being empty. Energy that could 
have fed the program (ie – that of other programs, other community members etc) 
was sparse and participants often arrived late as a result of conflicting study or library 
programs that they were taking part in. It is my belief that a higher uptake would have 
resulted from a weeknight session, which would allow participants to come directly 
from school to the centre and would leave their weekends free for study, family or 
community time or recreation. After school activities are notably fewer in Toronto’s 
less affluent areas and some of this deficit could be addressed with independent 





Having wrapped up the pilot of Create & Grow Strong I am very confident that other 
communities of children and youth would also benefit from the programming.  Over 
the coming year I intend to explore to potential of Create & Grow Strong to be 
adapted for use in hospital, rehabilitation and social work settings like the Hospital for 
Sick Children, YWCA, Families in Transition (for families going through a divorce), 
Bereaved Families of Ontario and Toronto Rehab.  When the program is steady and 
packaged it would also be interesting to assess the value of bringing the workshops to 
First Nations reserves where youth and children are particularly burdened by 
adversity and there is a dearth of programming to address their needs. 
Part of the plan for this is to take the work to OCAD University’s business incubator, 
The Imagination  Catalyst.  I think it would be a great place to flesh out a working 
business plan, to explore grants and sponsorship and to conduct in depth market 
research to determine which communities would be the most appropriate for further 
workshops.  
 
Based on that work, whether within the Imagination Catalyst or on my own, I would 
then establish a trial that includes both youth and child communities, as per the 
original intention of this project, with youth creating templates for children in their 
community to embellish thereby creating a shared work and a greater sense of 




In the autumn of 2014 I worked with youth in downtown Toronto to understand the 
effects of creative expression, and its celebration, on the development of resilience. 
The project engaged youth with the design mantra of Enabling Creation and Confidence 
in Context.  They did this while having fun, learning new skills and engaging with their 
peers and myself.  I was able to explore the hypothesis that: 
by undertaking a creative and contextually relevant project that  
develops skills,  in a group setting, youth begin to cultivate traits  
that contribute to  increased resilience elsewhere in life. 
 
This was displayed in the responses to weekly questionnaires which revealed the 
youth felt pride and confidence in their work and hopeful for the future based the 
skills they’d learned and their potential to contribute to their university acceptance. 
Throughout the sessions they also displayed many characteristics of resiliency as they 
engaged in group work and conversation, supporting one another with humour or 
empathetic responses where appropriate. All of these qualities align well with the 
traits outlined by Ungar in his resiliency research.  
 
It was not possible to explicitly prove or disprove the hypothesis due to the number of 
influencing factors outside of the workshop that could have a similar affect. These 
include their pre-existing traits of resilience, which were plentiful, support from family 
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members, engagement in many extracurricular activities and deep-seated motivation 
to get into a good university and find career success. 
The lack of a test or control group and small number of participants, in addition to the 
short time span of the program ,also detract from the conclusiveness of the 
study.  However, the qualitative findings indicate that the workshop did encourage 
the traits that I was looking to cultivate and there is value in undertaking further work 
in this area. 
It is worth noting that grounded theory does not typically start with a hypothesis.  I 
combined these research approaches because I felt that narrowing the scope with a 
hypothesis would help me to generate more valuable conclusions. The workshop 
setting allows for so much variety, so many tangents and an incredible amount of data 
so the hypothesis allowed me to impose limitations and retain structure that might 
otherwise have been difficult to maintain. 
 
Grounded theory is intended to generate an emergent theory based on the data and 
observations during the research.  In this instance, I did derive a theory, or rather, I 
revised my initial theory as outlined in the theoretical diagram on page 43.   What 
emerged is a theory for developing workshops focused around creativity and 




Developing workshops focused on creativity and fostering resilience in  
the daily lives of youth facing adversity 
 
Based on my grounded theory research, the most important aspects of creativity and 
resilience centred programming are the interpersonal elements practiced in the workshop 
setting. 
 
The power of shared ownership and importance of treating youth as respected and 
valuable contributors to the ongoing workshop development process cannot be 
underestimated. Youth in the pilot program saw me as a mentor, friend and leader but 
they also connected deeply with the potential to work with the Create & Grow Strong 
workshop program in future instances. 
 
I listened reflectively and responded openly about the value of their opinions and ideas. 
From the first information session to the final celebration participants have referred 
positively to the fact that our relationship was not one of the traditional student and 
teacher and I think this is a stand out contributor to its success. 
 
This should not however, undermine the importance of developing programs holistically, 
as noted by previous researchers and illustrated in the theory diagram below (first 
referenced on page 43). 
 
Practical elements and those relating to the weekly operations, some as simple as 
providing snacks and ample time to allow for tangential discussions while creating, are 
essential to creating an environment that is relaxed and nurtures Winnicott’s potential 
place. 
 
Curriculum elements are also integral to give participants reliable touch points by which 
to orient themselves through the program and points through out that highlight 







As noted, the pilot program made clear that three areas of development must be 
addressed holistically if a program is to be successful in engaging youth and 
promoting traits of resiliency through the creative process and its celebration. It 
further encourages researchers making use of the theory to collect data with 
qualitative investigation in mind as part of an ongoing process of refining the 
workshops to meet the needs of participants and their communities. 
 
Over 8 weeks, as Create & Grow Strong participants, they found aspects of their real 
lives that they could connect with, merged them with fantasy elements and used 
those as jumping off points for the development of their final pieces in the workshops.  
 
Together we developed and created 3 virtual environments complete with characters 
and reactive elements that were brought to digital life through Processing.  The youth 
expressed feelings of pride and confidence as their works were showcased at the final 
celebration and, in final comments, they noted the value of discussing the impact of 
the government led revitalization taking place in their neighbourhood. 
 
Throughout the work I engaged in active, participatory research, documenting the 
workshops on video and using reflective journaling.  This process revealed the 
importance of developing the workshops holistically, taking into account the lives of 
the participants and the world that they operate in everyday. It also became clear that 
warmth, acceptance, and genuine interest and encouragement are key factors in 
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leading these types of workshops if the goal is to create a relaxed environment that 
encourages growth and self-discovery while nurturing traits of resiliency.  As a result 
of my grounded theory approach I was able to establish a method that I feel will help 
me to establish future programming that better achieves the goals of Create & Grow 
Strong, namely to enable youth and children to develop the traits of resilience that 
will help them elsewhere in life as they use creativity to understand the world around 
them. 
 
Regarding the projects success as a way of fostering resilience through creativity, all 
participants completed the CYRM-12 questionnaire, (Liebenberg and Ungar, 2012) 
adapted to consider Regent Park specifics, before and after the Create & Grow 
Strong program. Though it was a short program there were changes that were 
evident between the completion of the first and second questionnaires.  It is 
impossible to draw firm conclusions from the responses but I was happy to see that 
participants appeared to be more positive (happy with their lives or with who they 
are)  in the face of bullying and violence in their lives. 
 
It should be noted that this project involved only a small group of participants (3) but 
the results justify expansion of the project to include more participants in Regent 
Park and partnership with other at risk communities in the city and elsewhere. There 
are also potential applications for other groups experiencing diminished quality of life 
including hospitalized youth and children and those coping with divorce, abuse, 
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homelessness and other challenging situations. These avenues and partnerships will 
be explored and the data derived from this research may be used to contribute to 
future iterations of the Create & Grow Strong program series. 
 
As Joseph Chilton Pearce once said: “To live a creative life, we must lose our fear of 
being wrong.” The goal of Create & Grow Strong is to steal that fear away from youth 
and children and to replace it with feelings of excitement, competence and curiosity, 
leaving them feeling empowered as they face a changing world. In order to fulfill this 
mission the series will grow and change over time, adapting to each group and 
learning from every community with the goal of helping generations of children and 
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Figure 17: Recruitment Poster V1. Up for 6 days  in 8 locations  
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Figure 18:  Recruitment Poster V2. Up for 6 days in 15 locations  
introductory workshops to programming 
for gaming &  interactive design 
 
 learn processing language basics
   and graphics interaction 
DELIVERED IN PARTNERSHIP WITH OCAD UNIVERSITY’S DIGITAL FUTURES
INITIATIVE EMAIL LAURA STAVRO-BEAUCHAMP AT LS13VO@STUDENT.OCAD
if you’re interested, come to the INFO SESSION:
4 pM -  SATURDAY, october 25, 2014 
AT THE REGENT PARK FOCUS YOUTH MEDIA CENTRE - 38 regent street   
open to youth age 13-19
SATURDAY afternoons (4-6) FROM 
November 1 - December 13
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Appendix 2: Curriculum 
Workshops took place Saturdays from 4-6 pm at the Regent Park Focus Media Arts 
Centre (Focus) at 38 Regent Street. 
O ctober 18 &  25:  Inform ation Sessions 
 
Held October 18 at 4 pm the informational session provided details about the 
program to potential participants and their parents. The sessions were advertised 
around the neighbourhood and at Focus in the hopes that 6-8 youth will sign up for 
the program.  
 
Consent forms were made available to everyone at the session and returned 
completed at the first session.  
For this session, Create & Grow Strong participants needed to have parental consent 
if under 18 years of age and had to be members of the Regent Park community.  
 
N ovem ber 1:  U nderstanding  (Session 1)   
 
This first session was be used to inform youth about the meaning behind the 
research, what it aims to learn and what is expected from each participant. The first 
hour or so was discussion based and looked at the technology we were using.  
 
In the second hour we created sketchbook cover collages that reflected our ideas of 
creativity. Youth finished them over the week and then discussed  the meaning 
behind them the in session two. Participants also completed the CYRM questionnaire. 
(Liebenberg & Ungar, 2012.). 
 
 
N ovem ber 8:  Exploring (Session 2)  
This was a walking session around Regent Park. The youth guided us through their 
daily environments and discussed the significance of the revitalization, their 
memories and how life has changed for them as a result. As they explained they took 
pictures to help inspire their digital art pieces.  
 
The second hour was spent talking through the creative sketchbook covers and 








N ovem ber 22:  C reating (Session 3)  
 
This session was focused on creating prototypes of environments.  Participants spent 
the session thinking up moving parts, reactions and what the goal of the environment 
is. There wasn’t any goal more than artistic expression but understanding what the 
piece is trying to say, what we want it to show or how it might be interpreted was part 
of the exercise.  
 
Participants also began thinking about which mediums they wanted to use to enhance 
their environment (paint, pencil crayon, collage, clay, photography etc).  
 
N ovem ber 29:  R efining (Session 4)  
The refining segment saw participants working to refine their ideas and create a final 
product.  
 
We compiled the initial templates and will begin working on the embellishing their 
environments. The youth were given templates to take home that outlined the code 
we’d be using to translate their physical prototypes in to digital pieces. 
 
D ecem ber 6:  Translating  (Session 5)  
 
In this session we looked at the code that translated our physical works into the 
digital world. I reintroduced participants to the technologies and walked them 
through the code we were using as they put finishing touches on their physical works.. 
 
D ecem ber 10:  Additional  session – (Session 6)  Skype 
This session focused on coding and photo editing, which participants were doing at 
home to make up for missed class time due to late starts. 
 
D ecem ber 13:  Synthesizing (Session 7)  
Expanded to 3 hours 
This final session we worked through the final pieces. Participants worked very hard 
to get their pieces finished on time and to their satisfaction for the showcase later 
that week. 
 
D ecem ber 18 :  Final  Show case 
At the final showcase members of the OCAD and outside design community came to 
celebrate the hard work of the participants.  From 7-9pm the artists walked people 





Appendix 3: Code Documentation 
Code is also on  available on Github: https://github.com/LoStavro/create_and_grow_strong_code 
Prototype 1 – House, Sun, Flowers (Initial prototype) 
// house body 
int x1 = 160; 
int y1 = 470; 
int w1 = 130; 
int h1 = 140; 
 
// Sun 
int x2 = 530;  
int y2 = 141; 
int radius2 = 90; 
 
// Tree 
int x3 = 530; 
int y3 = 470; 
int radius3 = 80; 
 
int x4 = 520; 
int y4 = 510; 
int w4 = 20; 
int h4 = 100; 
 
void setup () { 
  size (775, 775); 
  background (255); 
  smooth (); 
  ellipseMode(RADIUS); 
} 
 
void draw () { 
  drawHouse(); 
  drawSun(); 
  drawTree(); 
} 
 
void drawHouse () { 
  //roof 
  fill (209, 21, 37); 
  triangle (160, 470, 229, 400, 290, 470); 
 
  // house 
  if ((mouseX > x1) && (mouseX < x1+w1) && 
    (mouseY >y1) && (mouseY < y1+h1)) { 
    fill(21, 209, 110); 
  } else { 
    fill (19, 94, 211); 
  } 
  rect (x1, y1, w1, h1); 
} 
 
void drawTree() { 
 
    // tree 
    float d = dist(mouseX, mouseY, x3,y3); 
    if (d < radius3) { 
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    fill (9, 131, 43); 
  } else { fill (21,209,50);} 
    ellipse (x3, y3, 80, 80); 
 
    fill (95, 53, 52); 
    rect (x4, y4, w4, h4); 
} 
 
void drawSun () { 
      // sun 
      float d = dist(mouseX, mouseY, x2, y2); 
      if (d < radius2) { 
        fill (245, 255, 109); 
      } else {  
        fill (255, 223, 41); 
      } 
      ellipse (x2, y2, 100, 100); 
} 
 
Prototype 2 – ColorUnderMouse (Basic Reaction Example) 
/*  
IMAGES 
Background image - must be same size as background 
Hidden Background image - with colourblock objects created in photoshop with 
reactive objects filled with bold colours and assigned hexcodes 
















int houseNumber = #0610ec; 
int flowerNumber = #f10c2d; 
int sunNumber = #f7ee0b; 




void setup () { 
  size (775, 669); 
  smooth (); 
  ellipseMode(RADIUS); 
 
  mouseCursor = loadImage("bee cursor.png"); 
  background = loadImage("housetreesunflowers.JPG"); 
  hiddenLandscape = loadImage("housetreesunflowers COLOR BLOCK.jpg"); 
  cloud = loadImage("Cloud.png"); 
  man = loadImage("man.png"); 






void draw () { 
  background (background); 
  frameRate (30); 
  cursor (mouseCursor); 
 
  { 
    colorUnderMouse=color(hiddenLandscape.get(mouseX, mouseY)); 
//println(colorUnderMouse); 
 
    if ((colorUnderMouse==houseNumber)&&(colorUnderMouse!=prev)) 
    { 
      println("you hit the house!!"); 
      frameRate (1.0); 
      image(man, 300, 560); 
       
    } else if ((colorUnderMouse==sunNumber)&&(colorUnderMouse!=prev)) 
    { 
      println("you hit the sun!!"); 
      frameRate (1.0); 
      image(cloud, 450, 50); 
    } else if ((colorUnderMouse==flowerNumber)&&(colorUnderMouse!=prev)) 
    { 
      frameRate (1.0); 
      image(flower, 370, 540); 
    } 
    prev = colorUnderMouse; 
  } 
} 
 

















int houseNumber = #0d15e6; 
int flowerNumber = #e70c35; 




void setup () { 
  size (1440, 900); 
  smooth (); 
  ellipseMode(RADIUS); 
 
  minim = new Minim(this); 
  player = minim.loadFile("FurElise.mp3"); 





  mouseCursor = loadImage("bird.png"); 
  background = loadImage("collageenviro.png"); 
  hiddenLandscape = loadImage("collageenviro COLOURBLOCK.png"); 
  cloud = loadImage("cloud2x.png"); 
  butterflies = loadImage("collagebutterflies.png"); 
  music = loadImage("music.png"); 
} 
 
void draw () { 
  background (background); 
  frameRate (30); 
  cursor (mouseCursor); 
  { 
    colorUnderMouse=color(hiddenLandscape.get(mouseX, mouseY)); 
//println(colorUnderMouse); 
 
    if ((colorUnderMouse==houseNumber)&&(colorUnderMouse!=prev)) 
    { 
      println("you hit the house!!"); 
      frameRate (1.0); 
      image(music, 450, 250); 
      { 
        player.play(); 
      } 
    }  
     
    else if ((colorUnderMouse!=houseNumber)&&(colorUnderMouse==prev)) 
    { 
     player.close(); 
 
      //since close closes the file, we'll load it again 
      player = minim.loadFile("FurElise.mp3"); 
    } 
   
   else if ((colorUnderMouse==sunNumber)&&(colorUnderMouse!=prev)) 
{ 
  println("you hit the sun!!"); 
  frameRate (1.0); 
  image(cloud, 950, 45); 
} else if ((colorUnderMouse==flowerNumber)&&(colorUnderMouse!=prev)) 
{ 
  frameRate (1.0); 
  image(butterflies, 800, 540); 
} 
prev = colorUnderMouse; 
} 
} 
Prototype 4 – Skyline Example (Multiple Images from Single JPG) 










int towerNumber = #f70b33; 
int rWaterNumber = #7e17e0; 






void setup () { 
  size (775, 769); 
  smooth (); 
  ellipseMode(RADIUS); 
 
  mouseCursor = loadImage("SEAGULL CURSOR.png"); 
  background = loadImage("Toronto Skyline.jpg"); 
  hiddenLandscape = loadImage("Toronto Skyline COLOURBLOCK.jpg"); 
  fish = loadImage("fish jumping .png"); 
  sailboat = loadImage("sailboat no bkgrd.png"); 
  redTower = loadImage("RED CN.png"); 
} 
 
void draw () { 
  background (background); 
  frameRate (30); 
  cursor (mouseCursor); 
  { 
    colorUnderMouse=color(hiddenLandscape.get(mouseX, mouseY)); 
//println(colorUnderMouse); 
 
    if ((colorUnderMouse==towerNumber)&&(colorUnderMouse!=prev)) 
    { 
      println("you hit the cn tower!!"); 
      frameRate (1.0); 
      image(redTower, 73, 55); 
    } else if ((colorUnderMouse==rWaterNumber)&&(colorUnderMouse!=prev)) 
    { 
      println("let's go for a sail!!"); 
      frameRate (1.0); 
      image(sailboat, 670, 495); 
      image(sailboat, 450, 495); 
      image(sailboat, 200, 495); 
       
    } else if ((colorUnderMouse==leftWaterNumber)&&(colorUnderMouse!=prev)) 
    { 
      println("you found a fish !!"); 
      frameRate (1.0); 
      image(fish, 150, 650); 
    } 
    prev = colorUnderMouse; 
  } 
} 
Prototype 5 –Coloured Pencil  Example (Cursor triggers movement) 
float x, y; 
float dim = 50.0; 
 










int houseNumber = #3d3df0; 
int flowerNumber = #bd0f1f; 
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int sunNumber = #09731d; 




void setup () { 
  size (1440, 800); 
  //(775, 669); 
  smooth (); 
  ellipseMode(RADIUS); 
 
  mouseCursor = loadImage("bee cursor.png"); 
  background = loadImage("Pencil Example.png"); 
  hiddenLandscape = loadImage("Pencil Example COLOURBLOCK.png"); 
  birds = loadImage("Birds.png"); 
  lady = loadImage("Lady.png"); 
  butterflies = loadImage("butterflies.png"); 
} 
 
void draw () { 
  background (background); 
  frameRate (30); 
  cursor (mouseCursor); 
 { 
    colorUnderMouse=color(hiddenLandscape.get(mouseX, mouseY)); 
//println(colorUnderMouse); // look for color hexCode 
     
    if ((colorUnderMouse==houseNumber)) { //&&(colorUnderMouse!=prev)) { //  if 
it's houseNumber and not equal to previous color 
      println("you hit the house!!");  //print line you hit the house 
      frameRate (1.0); 
     x = x +100.8;                            //  
   if (x > width + dim)                        // if x is greater than 25  
   { 
        x= -dim; 
    } 
      translate (x, height/2-dim/2); 
      image(lady, 400, 300); 
    }  
     
    else if ((colorUnderMouse!=houseNumber)&&(colorUnderMouse==prev)){ 
    } 
       
    else if ((colorUnderMouse==sunNumber)){ //&&(colorUnderMouse!=prev)){ 
      println("you hit the sun!!"); 
      frameRate (1.0); 
      image(birds, 660, 200); 
    } else if ((colorUnderMouse==flowerNumber)){ //&&(colorUnderMouse!=prev)){ 
      frameRate (1.0); 
      image(butterflies, 800, 590); 
    } 
    prev = colorUnderMouse; 









Final Template for Workshop Use 
CREATE & GROW STRONG CODE 
BASIC EXAMPLE 
BY LAURA STAVRO-BEAUCHAMP 
OCAD UNIVERSITY, TORONTO. 
----------------------------------- 
 
CODE TO BE USED IN PROCESSING VERSION 2.2.1 (JAVA) 
 
/*  
ADD FILE - LOAD IMAGES 
Background image - must be same size as background 
Hidden Background image - colourblock objects created in photoshop with reactive 
objects filled with bold colours and assigned hexcodes 




// - "comments out" the line which means the line won't be active 
/* this section is commented out because of the star slash symbols. Good for 
chunks of text. */ 
 










int houseNumber = #0610ec;   //set houseNumber as the colourblock hex code 
int flowerNumber = #f10c2d; 
int sunNumber = #f7ee0b; 




void setup () {  // this section sets up the basics for the sketch, loads images 
etc 
  size (775, 669); 
  smooth (); 
  ellipseMode(RADIUS); 
 
  mouseCursor = loadImage("bee cursor.png"); 
  background = loadImage("housetreesunflowers.JPG"); 
  hiddenBackground = loadImage("housetreesunflowers COLOR BLOCK.jpg"); 
  cloud = loadImage("Cloud.png"); 
  man = loadImage("man.png"); 
  flower = loadImage("flowers3.png"); 
} 
 
void draw () {   //this section draws the sketch and gives commands for what to do 
  background (background); 
  frameRate (30); 
  cursor (mouseCursor); 
 
  { 
    colorUnderMouse=color(hiddenBackground.get(mouseX, mouseY)); // Look for 
colour under mouse in hiddenBackground image & assign mouseX and mouseY 
 




    if ((colorUnderMouse==houseNumber)&&(colorUnderMouse!=prev)) // if you sense 
the houseNumber then... 
 
    { 
      println("you hit the house!!"); // print line - you hit the house!  
      frameRate (1.0); // and use this frame rate 
      image(man, 300, 560); // to flash up this image 
       
    } else if ((colorUnderMouse==sunNumber)&&(colorUnderMouse!=prev))  // else, if 
you find the sunNumber then… 
    { 
      println("you hit the sun!!"); // print line you hit the sun 
      frameRate (1.0); //and use this frame rate 
      image(cloud, 450, 50); // to flash up this image 
 
    } else if ((colorUnderMouse==flowerNumber)&&(colorUnderMouse!=prev))  // else, 
if you find the flowerNumber then… 
 
    { 
      frameRate (1.0); //and use this frame rate 
      image(flower, 370, 540); // to flash up this image 
    } 
    prev = colorUnderMouse; // when you’re done looking go back to the previous 
value and keep looking  




































Appendix 4: CYRM Questionnaires 
Ayabar Nahk 













































































Jub Jub Exo  
Questionnaire 1 – Completed November 1, 2014  
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Jub Jub Exo 








** Fill this out and hand it right back to Laura please!** 
 





What was your favourite part of today’s workshop? 
 
My favourite part was when we got to use water colours and other 
suppl ies to draw our characters and reactions. 
 
 





What was the biggest challenge today? 
 
Biggest chal lenge was when we had to catch up. 
 
 
Did you learn anything? 
 
 
I  learned that i f  you are real ly motivated, you can get anything done. 
 
Did you work with any of the other kids on your project? 
 
Not real ly, i t  was an independent project. 
 




How are you feeling now that we’ve finished until next week? 
 
I feel l ike I'm ready to start on the code! 
 
 
What are you looking forward to for next time? 
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Final Questionnaire – December 18, 2014 
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Fiction and Non-Ficton in Holimpur 
Ayabar Nakh, 2014. 
This game a reflection of what I love the most. It has both fictional and non-fictional 
aspects. I have chosen these pictures because of great memories, because it changed 
my life for the better, or simply because I thought it would look badass. 
 
For my non-fictional elements, my cursor is my cat. I chose my cat because she 
changed me and my brother’s relationship for the better. Before we adopted our cat, me 
and my brother would barely talk, and we hated each other a lot. After we adopted the 
cat, something sparked. Our bond changed from hate, to love. Now we talk almost 
everyday.  
 
My background is a lake. This lake has so many precious memories. It was in Holimpur, 
Bangladesh in a village. Even though the village wasn't nice as the city, I loved this place 
to death because to me it's not really the money that matters but the people, and I had 
such wonderful friends and family in Holimpur. This lake had a dock, so people would 
arrive and depart from Holimpur, but it also had a beautiful view. This dock is where I 
laughed, I cried, I cheered and more. The last non-fictional elements I chose are my best 
friends. One is flying in the air (this friend in particular is funny and crazy so I made her 
fly :P), another is going to belly flop to the water, and the last is just sticking her head out 
the water. These three friends were there for me when I went through hardships, and 
lived some of the best moments I've had in my life with me. 
 
 As for my fictional elements, I have a few characters from the Hunger Games 
and from the Walking Dead. I chose the Hunger Games because it's my favourite book 
series, and the first book series that I would actually call myself a fan of. When I was 
little, I liked some book series, but I wouldn't call myself a fan of them. The same goes 
for the Walking Dead. I won't say they helped me through hardships, but they just makes 
my day better.  
 
 Even though this game might not make sense, and has the most random things 
possible, I hope people understand that creativity doesn't always have to make sense. 
This quote explains it really well "Passion is one great force that unleashes creativity, 
because if you're passionate about something, you're more willing to take risks." - Yo-Yo 
Ma. I'm really passionate about the things I put in my game, even if it means to have a 
friend flying in the air, and zombies out of nowhere on a dock. As for the workshop, I 
really enjoyed it. I acquired valuable skills, learned new things, and gained new 
experiences. I hope next year if Laura decides to make a business out of this, then 









Break Free, 2014 
The art work you see before you is something I would call a (dream land), some where I 
would love to live and never leave. As you see I have green benches. These represent 
benches that are made out of grass because I love grass and sitting on it with my 
friends and relaxing and enjoying time. Below it there is water and I chose water to be in 
my dream land because water for me is everything. I just love swimming and being in it, 
it helps me forget of what things are happening around me and lets me be me.  
The background is all black and it represents the night sky. The night sky for me is wow. 
I don’t why I really added it but all I know is that I needed to add it in. The gray parts on 
the top represent a place in the park in the neighbourhood and its one of my favourite 
places to be because I just feel protected, so I had to add that in.  
And you should have noticed the sun by now that’s up in the corner for me the sun 
plays a lot of happiness and fun and I just like the sun in general so I also had to add 
that in. So that really sums it all up of why I drew my picture the way I wanted to while I 
was making this I just wanted to add more things in and realised that there is really no 








My World vs the Real World 
Jub Jub Exo, 2014. 
For my piece, I chose a stage scenario because it represents another side of me 
that nobody knows . The concept of this whole project is to turn the “real life 
world” that we see every day, into the world that we want it to be. In my 
perspective, my stage has a calm atmosphere, but behind the “scenes”, there is 
much more to it. It all started with a paper, pencil and most importantly, 
motivation. From then on, ideas just couldn’t stop coming at me!  
 
As I added my final touch to my rough copy of my scenario, I couldn’t help but 
smile, because I was so proud of my art work and I was glad that I put all of my 
effort into it. Around the third and fourth week of this workshop, we started to use 
other materials such as watercolours, markers and paint. That’s when everyone 
started to share their ideas and plans for their projects. I loved listening to other 
people’s ideas because you get to learn from one another. Different people have 
different ways of doing things. As I was explaining the significance of my project, 
I couldn’t help but realize how much Regent Park changed from when I was a 
kid, till now.  
 
The main reason why I chose the stage is because even though school 
and the revitalization are affecting me every day, whenever I stand on that stage, 
I feel like all my stress has gone somewhere else During the last two sessions, 
that’s when we got really busy and started editing/ producing our final piece onto 
Processing. I am not going to lie right now, so I am going to be 100% honest. 
While I was coding my final draft, I can’t tell you how many times I wanted to 
scream my lungs off because little things couldn’t work properly. But as I look 
back it now, I’m actually pretty happy I was going through that because that 
meant I showed a lot of resilience in myself, instead of giving up on my project, I 
overcame my barriers and completed my project with satisfaction. I’m proud to 
say that this project has benefited me a lot, and I would like to give thanks to my 
peers and Laura helping me through it. Thanks again Laura for showing me what 
I am capable of and for being one of the best mentors out there!  
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Appendix 7: REB Approval  
 
 
Research Ethics Board 
 
OCAD U Research Ethics Board:  rm 7520c, 205 Richmond Street W, Toronto, ON M5V 1V3 
 416.977.6000 x474   
October 24, 2014 
 
Dear Laura Stavro-Beauchamp, 
 
RE: OCADU 211 “Create & Grow Strong Workshops at Regent Park Focus Media 
Centre”  
 
The OCAD University Research Ethics Board has reviewed the above-named 
submission. The protocol and the consent form dated October 7, 2014 are approved for 
use for the next 12 months. If the study is expected to continue beyond the expiry date 
(October 6, 2015) you are responsible for ensuring the study receives re-approval. Your 
final approval number is 2014-48.    
 
Before proceeding with your project, compliance with other required University 
approvals/certifications, institutional requirements, or governmental authorizations may 
be required. It is your responsibility to ensure that the ethical guidelines and approvals of 
those facilities or institutions are obtained and filed with the OCAD U REB prior to the 
initiation of any research. 
 
If, during the course of the research, there are any serious adverse events, changes in the 
approved protocol or consent form or any new information that must be considered with 
respect to the study, these should be brought to the immediate attention of the Board.  
 
The REB must also be notified of the completion or termination of this study and a final 
report provided before you graduate.  The template is attached. 
 




Tony Kerr, Chair, OCAD U Research Ethics Board 
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Appendix 8: Installation Documentation 
The Console//Console exhibition of DFI graduate thesis work was held at the OCAD 
U Open Gallery at 49 McCaul Street from April 17-22, 2015.  The Create & Grow 
Strong installation showcased the work of the three participants as part of a single, 
interactive digital work. This also incorporated digital a coding template and 
brochures that provided curriculum and contact details in addition to background on 
the workshops and the thesis research. 
 
 
 Figure 19:  Laura Stavro-Beauchamp and the Create & Grow Strong installation at 




Figure 20: Create & Grow Strong installation banner from Console//Console exhibition. 
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Figure 21: Welcome screen, Create & Grow Strong installation. 
 
Figure 22:  Mouse to control Create & Grow Strong  installation and  curriculum details, coding 






























Figure 25: Still image of Break Free’s digital art piece (dream world) 
